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Whatever it takes to win. \w supply the lead foot, we'll supply 
everything else. This isn't about playing fair. 115 about launching missiles, taking weaselly shortcuts, 
blowing out tires and basically stooping to any level to humiliate your fellow driver. Choose from 


six speed-crazy delinquent racers. Defile 24 hostile tracks. Plug in the EE 


Mild Animated Violence] 


Mild Language 


Multitap for a heated foursome. And remember, nice guys finish last. 2 


YOU MAY LAUGH IN THE FACE OF FEAR. 
BUT IT'LL BE A NERVOUS, UNCONVINCING LITTLE LAUGH. 
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Resident Evil (you sick pup), then kill the lights and immerse 
40 hours — of the most vile, mutated, flesh-eating 
aphics, and P.O.V. battles bring the horror to 
you'll get to see how brave you really are. 


Sega(9 Dreamcast 
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| Departments | 


О Letter From the Editor 
Lord Have Mercy on Our Souls. 


о Dear Game Informer 

GI Readers shower us with love 
letters, incoherent ramblings, and the 
occasional bomb threat. 


Envelope Art 
You can't win if you don't enter GI's 
Monthly Envelope Art Contest. 


GI News : v 

rst-hand report from the PS-2 launch 

apan, Dolphin release date 

2 jounced, a new Bushido Blade 
sequel, and tons-o-fun with Name That 

Game!, Trivia, and Gl's Top Теп. 


Photophile v 
We love anything mini: mini-me, 

. Mini-apolis, and especially our super 
mini-previews of the hottest upcoming 
games. This month features Final 
Fantasy IX, Tony Hawk's Pro Skater 2, 
and The World Is Not Enough. 


Game Informer PC 

Now that he's traded in his ‘86 Toyota 
Camry for an '86 Volvo 240 DL station 
wagon, the PC Jedi is sittin' on chrome, 
hittin’ switches, and beatin’ down the 
block with his 16” Cerwin Vegas. During | 
pit stops, he took time to review Nox 


ng quest will 
test the mettle o heartiest RPG 
gamers. To grant you strength, бі 
comes down the mountain bearing a 
very helpful guide. 


Secret Access 

What's that pesky GI Droid up to? Find 
out, then peruse the latest codes and 
tips from our readers. 


Classic GI 

Tomorrow never dies when you've got 
Classic GI! Game Informer looks at 
classic games on the SNES, Genesis, 
and Nintendo's ill-fated Virtual Boy 
system. 


etc. 

This month GI taps the brain of a 
mysterious figure known to us only as 
the Pickle King. This man’s hard-hitting 
opinions on all things pickle have 
made him a pariah in the world of 
condiments, feared and hated by many. 
Read if you dare. 
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Cover Story: Wild Arms 2 
In the recent glut of RPGs flooding the market, Wild Arms 
2 stands out by offering gamers a long and engrossing 
quest filled with gameplay that balances action with 
more traditional RPG elements. 
Feature: Microsoft's X-Box: 
The Power of X 
Microsoft shook the videogame industry with the 
recent announcement of the X-Box, its next-genera- 
tion console system. GI sorts through the fallout 
from Bill Gates' speech at GDC, outlining how the X- 
Box will stack up against the competition and what it 
means to the industry. 
Feature: If You Ran Nintendo 
Although the Pokémon phenomenon has kept Nintendo's 
_ brass sleeping on huge piles of money, the Nintendo 64 
lost the battle for dominance to the PlayStation, and third- 
party developers have all but abandoned the embattled 
console. Following Microsoft's recent announcement of 
the X-Box, the Big "N" finds itself in the unlikely role of 
underdog. GI reveals what should be done to return — 
the legendary game company to greatness. 


Nintendo 64 

Aidyn Chronicles: The First Mage, Pokémon 
Stadium, Turok 3: Shadow of Oblivion 
PlayStation : 

Alundra 2, Star Wars: Jedi Power Battles, Legend 
of Mana, MediEvil Il, The Misadventures of Tron 
Bonne, Spiderman, Strider 2, Threads of Fate, 
Vanark 

PlayStation2 

Eternal Ring, Kessen, Ridge 
Fighter EX3, Summoner 
Dreamcast T 
Sega GT: Homogolation Special, Time Stalkers 


Racer V, Street 


At a Glance 


Ф Nintendo 64 


All-Star Baseball 2001, Battlezone: Rise of the Black Dogs, 
CyberTiger, Hydro Thunder 

PlayStation 

Ace Combat 3: Electrosphere, Army Men: Sarge’s Heroes, 
Gauntlet Legends, Mobil 1 Rally Championship, Rock the Rink, 
Sammy Sosa High Heat Baseball 2001, Speed Punks, Triple Play 
2001, Walt Disney World Quest: Magical Racing Tour 
Dreamcast 

ECW: Hardcore Revolution, Plasma Sword: Nightmare of 
Blistein, Wild Metal 

Game Boy Color 

ECW: Hardcore Revolution, Micro Machines 1 & 2 
Neo Geo Pocket Color 

Dive Alert, Faselei!, Metal Slug: 2nd Mission, 
Puzzle Link 2 ; : 


MORE POWERFUL WEAPONS. 


% i EXERCISE YOUR TRIGGER FINGER WITH THE STANDARD ISSUES LIKE THE TASER. 
M-16 AND THE NIGHTVISION SNIPER RIFLE, AS WELL AS NEW WEAPONS LIKE THE 


TEAR GAS LAUNCHER. CROSSBOW. COMBAT KNIFE. RAPID FIRE SHOTGUN AND MORE. 


THE COUNTRY’S MOST POWERFUL SECRET WEAPON 15 BACK. GABE LOGAN RETURNS FOR ANOTHER HIGH-EXPLOSIVE, — — 
ACTION-PACKED, SHOOT-FIRST-ASK- “QUESTIONS “LATER MISSION, WITH MORE WEAPONS, MORE THAN 20 NEWT INTENSE | | 
[LEVELS AND 20 1W0- PLAYER DEATHMATCH ARENAS Pus, YOU CAN PLAY AS GABE OR LIAN XING-ON DIFFERENT LEVELS. 
WHAT 5 MORE, THIS BIGGER AND ТІП 2-DISC SET DELIVERS A PLÜT- TWISTING STORYLINE THAT WILL HAVE YOU 
BELIEVING NOTHING, AND TRUSTING NO-ONE. 50 LOCK AND LOAD, SOLDIER: BECAUSE GABE IS BACK TO KICK ASS-AND - j 


TAKE NAMES. ON SECOND THOUGHT; SCREW THE NAMES. 


2 > NEWLEVELS. 


BLAST YOUR WAY THROUGH MORE THAN 20 EXPANSIVE NEW LEVELS INCLUDING THE COLORADO TRAIN RIDE, 
VOLKOV PARK, BIOLAB ESCAPE, MOSCOW DISCO AND NEW YORK SLUMS. 


iE PlayStation! > 


Syphon Filter, 988 Studios and the 989 Studios = are trademarks of Sony Computer Entertainment America nc. © 2000: Sony par 
Entertainment America Inc. PlayStation and the PlayStation | logis. аге. Гаи als of Sony Computer Enter lac. 
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Andy omore 
andy@gameinformer.com 
"Let me tell you, l'm as psyched as 
í anybody out there that Angelina 
| Jolie will be Lara Croft in the 
upcoming major motion picture. But 
1 am also a little surprised that a 
daughter of Jon Voight would be 
caught dead playing a role as silly 
as this. Sure, she may end up being 
the next Indiana Jones and all, but | 
doubt it, and lets face it....if this 
movie sucks, it could do to her 
career what playing the Phantom 
did for that guy....hmmm, what was 
his name? Ahhh who cares, he's 
just that stupid dude from Phantom. 
‘Nuff said." 
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I think the video game world is losing it. 


- Seriously. | have seen more weirdness 
going on than ever before. 

Think about this: we now have a video 
game magazine that is not really about 
video games, but superstars who play 
them. Is that not completely wrong, or am 
| completely off my rocker? From what | 

_ hear, there are more on the way. Let me tell 
you, if Ricky Martin gets put on the cover 
of a video game magazine | can't be held 
accountable for my actions. 

1 Or try this опе on for size - we now 

һауе to work with Bill Gates, owner of 

. most of the free world. Now if that ain't 

| crazy, | don't know what crazy is. We have 
the world's biggest company playing in 

- our sandbox, and І wouldn't be surprised 
to see them play king of the mountain until 

- they rule the whole pile. Scared? | know | 
am, and with a company as big as that you 

сап rest assured it will buy some video 
game publisher. Can you say Sega or 
Electronic Arts? | bet Bill can. 

I have also noticed an ugly new trend in 

| video game journalism that has had me 


ALL HAIL 
CHAIRMAN 
MAORIO! 


Paul, The Game Professor 
paul@gameinformer.com 
“Last month, | had the PaulBot fill 
in for me while | was away. 
Unfortunately, the rest of the staff 
told me it was struck by a strange 
virus and | would have to come 
back to work. Back to the hole we 
call an office | went, as | set out to 
modify the PaulBot so | could return 
to a life of leisure. Everything looked 
good, but the PaulBot's batteries 
kept dying. It uses the same ones 
found in the VMU, so PaulBot's 
energy drains in a matter of 
minutes. Oh well, back to Sega GT 
and Vagrant Story for me. What a 

tough life!” 


Reiner, The Raging Gamer 
reiner@gameintormer.com 
“Ever since | was plastered with the 
label ‘The Most Hateful Person in 
America’, Andy has enlisted me in a 
daily affirmation class. The teacher, 
Ms. Pondal, almost booted me from 
class for spitting orange punch in 
her face. In the end, it was this 
event that made her push even 
harder to transform me into a caring 
and compassionate human being. 
Thanks to this class, | no longer 
attack strangers, and for three 
weeks now | haven't used words 
like #'@!, &°%$, or 8%%!. Gee 
willikers, this world is swell. | love 
to smell flowers, and | love all of 
you. Come give Reiner a hug. Ah 

yes...doesn't that feel good?" 


Lord Have Mercy 


on Our Souls 


BY ANDREW McNAMARA 


both rolling on the floor laughing and 


banging my head in disgust. What I’m 
t is professional video game 
players who are payed to write video 
game reviews consistently saying that 


talking а! 


games are "too hard." 


Now | can understand if you say that 
about one of Spaz Games' "harder than 
Bill Clinton on a viagra buzz" shooter 
games, but it is now becoming a common 
happening...| even read one review from a 
major video game magazine that said, 
"The story of [name of game withheld to 
protect the innocent] could be extremely 
cool. It would actually be quite fantastic if 
it didn't have the game associated with it." 
What? This game would be cool if it didn't 
have a game? You have got to be joking Ж 


me. 


| can't take this insanity. If everything 
continues on like it has into the not too 
distant future, we will all be reading video 
game magazines about the awesome new 
Ricky Martin game that features no 
gameplay and is published by Microsoft. 
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Jay, The Gonzo Gamer 

Jay@gameintormer.com 
"| come before you a changed man. 
1 used to be all about the big name 
wrestling promotions, but after 
having attended a Twin Cities’ local 
league event, I'm converted. If any 
of you Minnesota faithful are ever 
presented the opportunity to go to a 
Midwest Championship Wrestling 
promotion, especially its Wrestle 
Like Hell shows at First Ave, | highly 
recommend attending. The next big 
First Ave event is on May 1. It's a 21 
and over show, so | expect all of you 
attending to buy me a sloe gin and 
7-Up." 


May Day Gamers | to r: Comrade Jay, 
Comrade Matt, Comrade Erik, Commissar 
Reiner, Party Secretary Paul, Premier Kosygin, 

President Brezhnev. (Chairman Andy is missing, he. 

was purged and sent to the gulag) 
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Май, The Original Gamer 
matt@gameinformer.com 
"Since | don't have cable, all I've 
been doing is watching a lot of Fox 
and eating Cheerios with my feet. 
Then it hit me - Who Wants To Marry 
A Poor, Semi-Unattractive Magazine 
Editor? Ladies, just send in a photo 
of yourself and a 500 word essay on 
what Christmas means to you. The 
lucky winner will receive my hand in 
marriage, a set of keys to my one 
room apartment AND my 1990 Ford 
Tempo, not to mention a whirlwind 
tour of glamorous Eden Prairie! 
Applebee's for dinner, darling? Don't 
be afraid to live the life you've always 
dreamed of. Must be over 18 to 
enter. Residents of Rhode Island not 

eligible." 


=EN ТПЕРС Jed 
erik@gameinformer.com 
‘I'm right in the middle of working on 
this Wild Arms thing, Andy! Shut up! 
| don't want to write a stinking blurb! 
They're stupid anyway. Nobody 
reads these! Oh fine, now I'M being 
the difficult one. Well why don't you 
do it then, and then I'll write my blurb 
and do a bunch of reviews. What? 
No, | don't want to take over Secret 
Access. What do you mean you 
think | should do a special feature 
on hunting games next month? 
Okay, okay, fine. I'll do it, but don't 
expect anything brilliant. Just stay 
away from my Front Mission 3 toys.” 


VENTURA 


250 Personalized Stances & Motions 
Total Control Fielding" 


Gameplay Consultation by Tony Gwynn, 
Trevor Hoffman and Davey Johnson 


EVERYONE 


EN = www.989Sports.com 
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Snail Mail: 

Game Informer Magazine 
Attn: Dear GI 

10120 W. 76th Street 


Eden Prairie, MN 55344 


Email: 
deargi@gameinformer.com 


www 
www.gameinformer.com 


Hi Gl, this is a very sad day for me 
as | just heard the news about Perfect 
Dark’s delay. When Rare first delayed 
Perfect Dark to April I 1,1 was angry 
but I still stood up for Rare because 
| realized that it would be better to 
play a complete game later then a buggy 
game earlier. This time though it is just 
plain horrible. | am getting to the point 
where | just don't care how buggy the 
game is or how much they need to add 
to іс. | just want to play the damn thing. 
| really believed that this time Rare would 
release it on time and wouldn't lie about 
it, but who am | kidding? | don't think 
| can ever really take what Nintendo 
or Rare announces seriously anymore. 
| love their games, and am still a 
Nintendo fan, but they have really 
disappointed me with yet another delay. 
| truly don't think that | will be 
playing Perfect Dark 'til 2001 (cry). 

milliaw 
via aol.com 


| love your magazine and in my opinion 
it is one of the best gaming magazines. 
It keeps me well informed on all that 
goes on in the vast world of gaming. 

For as long as | can remember I’ve 
owned a gaming system, starting 
with the original NES. | now own SNES, 
N64, Sega, Sega CD, PlayStation, and 
Dreamcast along with the Game Boy. 

I have a few questions and they do 
not have to appear іп the Dear СІ 
section | would simply like a response. 


1. How come Pokémon gets a TV show 
and none of the good games do, like 
Wild Arms for PS-X? 


2. | have heard very little about the 
Dolphin Project.What do you know 
about it? 


3.What do you think was the best video 
game ever? 

Frank Paulsen 

via aol.com 


1. Because people are suckers for cheaply 
designed collectable crap and as 
cool as Wild Arms is, it just wouldn’t 
sell many toys that old men and 
raging mothers would stampede 
over fallen children for. Besides, 
while Wild Arms and its sequel are very 
cool,a lot of the character designs are 
pretty lame. 


2. Surprisingly little actually. Nintendo 
says it will take 100,000 units of any 
previous generation system to match 
the power of the Dolphin. It also says 
that the Dolphin will be out for the 
holidays. Considering Nintendo's 
previous record with getting out 
their new consoles on time and the 
fact that they haven't even picked a name 
for the system, shown any pictures of 
what it will actually look like, or even 
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Hmm... Perhaps we're noticing a theme 
this month. Delays? Not being able to 
trust Nintendo? The big"N" puts on 
a good show on occasion, but we have 
to say that we've been pretty 
disappointed with its showing on the 
N64 overall. The occasional blockbuster 
is fine, but it would be nice to have 
something to chew on other than 
Pokémon or a cheap mascot knockoff 
while waiting for the next one. Rest 
assured, however, Perfect Dark has been 
complete enough to release for 
some time, but because of all the 
tweaking Rare has done to it, it's going 
to be a gaming experience more 
powerful than you hoped for in your f 
wildest dreams. Trust us. We've played | | 
it. It makes GoldenEye look stupid. We're | 
certain that the May 23rd rescheduling | | 
is the last of many delays for Perfect | | 
Dark, and we're also certain you'll find || 
it was well worth the wait. Just keep 
calm and don't forget to eat. 


‘fessed up to any of the launch titles | | 
being planned for the Dolphin, we find f 
this highly dubious. 1 

Supposedly, we'll be seeing some | | 
demos оп the Dolphin at ЕЗ which |. 
Nintendo promises will blow our socks 
off, but we'd be pretty surprised if they 
showed an actual production model 
of the system or more than a smidgen 
of actual gameplay. Don't get us 
wrong.We hope they surprise us. We 
really do. We'd just rather let reality 
excite us more than our imaginations. 
3. At this point that's a slightly more 
difficult question to answer than 
what movie we think is the best of all 
time, which is of course Up (һе | 
Creek; a delightful comedy in which “| 
some young miscreants get in trouble | 
at college while attempting to maintain 
their dignity in the face of constant 
attacks from an abusive fraternity. 
Fortunately, the wily young hooligans 
have the chance to make all of their 
troubles go away by participating in 
a river rafting competition in which 
they are constantly set back by the foul 
play and dirty tricks of those insidious 
frat boys. We'd say more, but we don't 
want to spoil the ending. 


This is about the tenth time [уе 
written. Don't think I’m mad; І know 
you guys must go through a lot of e- 
mails. Anyway, | was wondering a few 
things, so it's time for everyone's favorite 
game, numbered questions! 


|. Can Reiner pick his nose using his 
left big toe, if so can | get a picture 
of that? 


2.15 Sega going to do to Sonic what 
Nintendo did to Mario (Nintendo made 
one Mario game that wasn't even very 
nostalgic, everything else is just 
another game with his face on it.) 
3.1 know you probably can't answer 
this, but what are your EverQuest names 
and servers? 


4.(Looking at the Teletubbie picture 
from the Feb. issue) What are you guys 
on and where can | get some? 

І also want to quickly say it's my lifelong 
dream to meet Jay (I don't know why), 
and if your job requirements include 
an insomniac gameaholic who has nearly 
every system there is to be had and 
doesn't believe in the so-called “sun,” 
well then, see you in four years. In the 
hopes of maybe getting my letter printed 
I’m sending you guys a gift — my cat 
who is named Link. I’m not afraid to 
admit it. 

Peanut 
via aol.com 

Peanut? That's a cool name. Here are 
your answers. 


|. We've never 
actually seen 
Reiner pick his 
nose with his left 
big toe, but his 
most impressive 
trick is what he 
can do with his aumpimmimninümimmiumim 
(aS диенини 
mmm lie a horse. 
Well, maybe more like a Chihuahua, 
but it’s still a really disturbing thing 
to see. 


2. It definitely seems like the mascots 
carry less weight than they used to, 
particularly since the big mascot 
games come out with less frequency 
than they did on the older systems, 
making them less likely to become fond 
memories for the fledgling gamers 
out there. 
3.We can't answer that. But if you see 
someone kicking spectacular amounts f 
of butt, it's probably one of us. 
4. Dude! Have you ever watched that 
show for more than five minutes? 
“Again!!! Again!!!” Ahhhhh!!!! Don't 
let this happen to you. Laughing 
Baby Sun... in... brain... can't... 
concentrate... 

We love cats, but please don't 
send us yours unless it's the kind that 
stays crunchy in milk. 


I’m wondering if you can help me out 
with some questions | have. Do you 
guys have any idea at all what the 
Nintendo Dolphin will look like? 
Will you have some info on the 
Dolphin in future Gl issues (at the very 
least, what it will cost)? What will be 
the next game console from Nintendo 
after Dolphin? 

For the PlayStation2, what will be 
the main character for their console? 
Also, how fast will the PS-2 be, 
compared to the Dreamcast and 
N64? One last thing about the GI Vault. 
When will the next contest to win 
something from the vault come out? 

MICHAEXXXX 
via aol.com 

Insider industry pundits claim that 
the Dolphin will most likely look like 
a small box or box-like object with jacks 
in the back and some kind of top-down 
or sliding door loading mechanism for 
your DVDs. The same pundits have 
informed us that the Dolphin will most 
likely be priced within 50 dollars of 
the PS-2's price whenever it comes out, 
which is most likely NOT 4th quarter 
as Nintendo so claims. We asked the 
pundits what the next system after the 
Dolphin would be and they just 
laughed at us. Then suddenly we 


realized we were just laughing at 
ourselves and that the pundits had 
mysteriously vanished into thin air. 

Sony has never really had a mascot 
character for their system. If you're 
thinking of Crash, that character is 
actually the creation of Naughty 
Dog and is owned by Universal 
Studios. We expect that as new 
consoles reach for a broader audience, 
goofy mascots will become a thing of 
the past desperately clung to by 
some (rhymes with Fernando), but cast 
away by others. 

According to Sony, it will take 
10,000 units of any other system to 
reach the USRDA's nutritional 
requirement for polygonal roughage 
that it takes to put a shiny coat on its 
characters. We won't bother re- 
quoting the stats that we've put in 
previous feature stories and on the 
web. It's going to be better, maybe even 
twice as cool, but the numbers only 
matter when developers are actually 
talented, well-funded, and in sufficient 
numbers to actually take advantage of 
a system's full power.As late as last 
year, Square Soft told us that they were 
still discovering new ways to push the 
envelope on the original PlayStation's 
specs, so forget the numbers and just 
look at those yummy games. 


Envelope Art 


| can not believe that the U.S. 
does not have these wonderful eggs 
of joy. | myself live up here in Canada 
where they are available in large 
quantities. Also in issue 83 you 
mentioned that a Jaguar unit went to 
Cuba (how sad); anyway | was 
wondering what kind of Jaguar stuff 
do you have lying around the office? 
| would be more than happy to send 
a huge case of Kinder Eggs in exchange 
for Jaguar games or accessories. 


About five years ago we were all faced 
with a pivotal decision, PS-X or 
N64. Being honorable to my plumbing 
roots, | chose to wait out the horrible 
year of '95 to purchase Nintendo's 
machine. After about six months of 
Mario | couldn't stand it anymore, so 
І sold two games and bought me a 
magical 32-bit gray box. 

Life's been good since, with a 
steady flow of good games for the PSX 
and the occasional gem for the N64. 
But now, faced with a very similar 
situation, | must decide once again. When 
the PS-2 was announced, | instantly 
stated that it would be mine. Still feeling 
betrayed by Nintendo, | almost 
ignored all info on the Dolphin, 
until now. 

With the release of the PS-2 in Japan, 
| have begun to save the money for 
September. Here is the catch, | don’t 
have enough money to get two next- 
gen systems, and there are just some 
games | don’t know if | can live 
without. Mario can die for all | care, 
but Zelda, Metroid, and that lovable 
DK, | need them! 

Yes, that is only three games, but by 
God they are pinnacles. Sony already 
has five titles | like (Armored Core 2, 
Ridge Racer 5, Bouncer, Tekken Tag 
Tournament, and Kessen), but for some 
reason | just can't shake the guilt of 
betraying Nintendo. | am aiming now 


What portable game system does СІ 

think is the best? Is it the Turbo Express? 

And list in the order you think they 
should go.Thanks. 

“lack? 

via ameritech.net 


Let me know what you guys think. 
Tony Macdonald 
via sprint.ca 
Give you our Jaguar stuff? That would 
be like giving up a valuable relic 
from a museum in exchange for 
delicious chocolatey eggs with a toy 
surprise inside. Granted, in the 
Jaguar’s case it might be a closer 
metaphor to say a relic from a war 
crimes museum, but it’s important to 
remember the painful hardships of the 
past. Keep the flame burning! 


for the PS-2, but what if Square or 
Namco decides to leave for Nintendo? 
Га feel boned. l'd appreciate any 
help you guys can give. 

Р5.- Reiner, get back the blue hair! 

Jon Plenn 
via aol.com 

We're not expecting a Dolphin 
release in the U.S. until the 2001 holiday 
season.You can bet Nintendo will have 
a humdinger of a blockbuster game to 
sell units with, but we haven't heard 
a thing about it and the E3 hype isn't 
far off. If you can save up enough for 
another system in a year, it's not even 
worth fussing over the Dolphin, at least 
not until you have something to 
think about, like an honest-to-God game. 
At the very least, wait until Nintendo 
unveils whatever it plans to show at 
E3 before wringing your hands and 
gnashing your teeth over your brand 
loyalties. It's just a game system 
after all. 

As for Reiner's hair... well, let's 
just put it thís way. He's been raging 
for some time now and he's just not 
that raging any more.The hair hasn't 
been blue since he was a wee lad. Now 
that he's getting close to a quarter of 
a century old, he’s trying to take it easy, 
watch his cholesterol level, and keep 
his fiber content high by chewing on 
birch bark out in the woods. We even 
heard him talking about getting a minivan, 
but only if he can find one that 
looks like the Batmobile. 


Not that any of you are going to listen 
to us, but the Neo Geo Pocket 
Color rocks. Try it. You just might like 
it. We hate to see a company do the 
right thing and provide a lot of 
quality product only to lose out to 
Pokémon and a couple of solid games 
mired in a cesspool of crap.As far 

as the older handhelds go, the 
Nomad, Turbo Express, and the Lynx 
in particular were all way ahead of 
their time. Of course, they were 
also incredibly expensive.All of these 
systems had too many unique 
pros and cons to be held over one 
another in a list format. 
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erence to Sly's 


This month's 
22| winner sent us || 
this picture... 


Rambo or Billy 
Blanks' Tae-Bo? 


We hope its a 
new violent 
crossover 
where people 
work out by 
kicking Billy's 


Мау Winner Jose Colon, Hartford, C 


and this 
one... 


achu + Rambo 2d 


nk 


butt. 


Josh Gilbert, Glendale, WI 


Josh submissions weren't quite good enough to win, but 
they are awesome nonetheless, and give us an idea of 
Josh's favorite pasttimes — chicks and wrestling. 
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ver since it left gamers speechless with its 
crop of titles for the Super Nintendo, Square 
Soft has ruled the role-playing kingdom with 
an iron fist, slaying all who dare question its 
authority. With each passing year, Square 
ла Soft’s empire continues to grow stronger and larger. 
Even at the end of the PlayStation’s life cycle, Square’s 
RPG train is picking up steam and will close the 32-bit 
chapter of gaming with a thunderous bang. Not only 
will the PlayStation receive another Final Fantasy 
game, Square will also treat gamers to the long 
awaited sequels to Chrono Trigger and Secret of 
» Мапа. Even Square’s secondary titles, Vagrant 
Story and Threads of Fate, are being touted as 
role-playing nirvana. With a release schedule 
that plants a new RPG into almost every month 
of the year leading up to the U.S. launch of 
PlayStation2, Square has not only plastered a 
huge smile across the faces of the role-playing 
nation, it has also stifled all windows of oppor- 
tunity developers have to release another 
PlayStation RPG in hopes of it finding an audi- 
ence. Competing against Square is similar to 
leaping out of a plane without a parachute. It's 
suicide. 
Like many of you, we praise Square Soft on a 
daily basis for all of the remarkable software it has 
contributed to the gaming scene. Instead of bowing 
down to our gaming god by placing Square's next 
-magnum opus on the cover, we abandoned our religion, 
lost our faith, sided with the underground rebellion, and 
chose Wild Arms 2 over Vagrant Story as May's cover 
game. Expecting to be struck down by lightning or 
attacked by a gigantic Guardian 
Force beast, it took us quite 
some time to realize thatour ^ 
choice was the correct one. 
Even four long years after the 
original Wild Arms lit up the 
PlayStation scene, RPG 
fanatics still remember £7 
the game like it was yes- || 
terday. When news hit 
the streets that a sequel 
was in the works, they 
salivated in anticipation. 
Where it lacks the 
innovative gameplay of 
ан of Square's recent RPG | 
-romps, Wild Arms 2 does a 
. tremendous job in delivering 
the RPG formula gamers 
know and love so dearly. 
- Straight up, it's a classic 
«RPG, and never 


^ 


Wh cow 


Cover Story 


op quality RPGs like it has lately (Wild Arms, Legend of 
Legaia, Alundra 2), it may have a chance of rising up 
against Square's legion of doom. For those of you who 
live, breathe, and sleep RPGs, Wild Arms 2 is the perfect 
package. In the four years that this series has been 
absent, Contrail has worked vigorously to make this the 
ultimate RPG surprise. Spanning across two massive 
discs, Contrail has more than accomplished this mission. 
The adventure seems to go on and on, holding the player 
in rapture for hours upon end. Using the same gameplay 
hybrid that mixes Zelda-like dungeon exploration within 
the body of a traditional RPG, Wild Arms 2 proves to be 
more challenging than you could possibly imagine. 

With a growing track record of superlative games, 
Contrail has the chance to make a name for itself. Ten 
years down the road, we may see this upstart RPG devel- 
oper battling for dominance with 
Square. Viva la Resistance! 


Character Views 


Holding true to the original design, the story unfolds through the eyes of three different charac- 
ters, which are cleverly displayed within three mini-scenarios. After these introductory 


sequences come to a close, the characters are united and the real adventure begins. 


Lilka Eleniak 


4 the infamous “Eleniak 
Witch Girl’ who per- 
ished in a horrible 
accident. Lilka 
yearns to be a 
powerful witch 
- like her sibling, 
. but her lack of 
< self-esteem has 
- made her magic 
- school grades suffer. 
Needless to say, Lilka is 


| Despite her insecurities, 
^. Lilka is very useful in battle, particu- 
A larly her healing powers. Her magic 
system is similar to the one used in 
0 Wild Arms, except it is based on 
~~ Force Power instead of mana. 


New Recruits 


As an added surprise, Wild Arms 2's cast doubles in size halfway through the game. 
Adding these new characters (pictured centimeters below) keeps the quest fresh and 
adds a whole new dimension to the story. Even better yet, you'll run into a couple of 
additional faces (including the dog above) that will temporarily join your party. 


\ 
> d Tim Rhymeless 


While his name suggests 
. that he's not much of a rap- 
2” pet, Tim is actually a vital 
part of ihe quest. The 
orphaned son of a Zoa 
Guardian Priestess, < 
Tim is struggling © 
to come to 
terms with the cruel 
-> fate that preordained 
. him to die as a martyr. 


- Tim's constant compan- 
ionis a lovable Pooka crea- 
ture that allows him and 
other members of your 
L. party to summon ancient 


Guardians in physical 

form. The Pooka can also 
open chests and hit 2. that 
are out reach j 


p——————€—««AEAA—————————À A 
* Beguiling Lilka is the kid sister 


a very big Tori Amos fan. - 


Ashley Winchester. The name 
itself is a dichotomy. The last 
name, Winchester, brings to 
mind the fabled rifle of the Old 
West. The first name, Ashley, is 
quite frankly the name of a chess 
~ club sissy who wets his pants. 
~ Likewise, this character presents a 
dual nature that confounds and fasci- 


demonic power which allows him to 

transform into the powerful 
. Black Knight. This malevolent 
< dark force is held in check by 
the ancient blade of Sword 
. Magess. Once an idealistic 
lad who yearned to be a 
noble hero, he now is a 
grim and disillusioned man 
who wants only to com- 
plete his arduous mission. 


Old Faris 


nates. Ashley is possessed by a | 


Little Rudy, the beautiful Cecilia, the troublesome Jack, and the entire pallet of char- 
acters from the original Wild Arms never make an appearance in this sequel. This 

comes as a huge disappointment since Rudy was just hitting manhood, and Cecilia 
was waiting for this to happen...and well...we kind of think Brad was thinking the 


Hey kiddies... 


| live under your bed, watching your every 
move. lf you don't obey your parental fig- 
ures every whim, lIl attack you in the 
night and chew on your bones like | would 
bacon... bacon... BACON!!! Argh... 


Brad Evans 


This mountain of a man was. 

a hero of the previous lib- 

eration war who watched 

4 in horror as his former 

leader betrayed the 

movement and joined 

the Odessa terrorist cadre. 

We meet Brad as he is on 

the run from his former 
comrades. 


Brad favors brute force over speed and 
agility. Although he is sometimes 
sloth-like, his attacks are extremely 
powerful. His weapons of choice 
include a bazooka, explosive 
punches, and a railgun (the type 
commonly mounted on battle- 
ships). 


same thing, so...um, it would have, uh, oh screw it! They're dead! Good riddance! 


Mariandel 


7 
i ^x her comrades, and her loyalty to 
pure as Ashley and the. 
gang so willingly ^ 
want to believe. 47 ~ 


Cloaked in secrecy, Mariandel is the vam- 
piric undeadling in the group. Her magic 
abilities are quite different than those of 


the quest may not бе аз ^ 


Kanon 


This mysterious femme fatale claims to 
be a direct descendent of Sword 
Magess. whose blade now keeps 
Ashley's demon self in check. 
. Kanon traded in her natural body 
to become a hobo-humpin’ 
robo-babe whose cybernet- 
. ic frame is both fast and 

< furious in combat. 


Kanons special 
moves revolve around 
her knife and bionic 
powerups. She gains 
new skills with the use of 

- her bionic powers. 


When we first heard about Wild Arms, we thought that it might 
be a game based on the comic adventures of Elongated Man, 
Mr. Fantastic, or Elastic Man. After months of mystery, we 
were shocked (and a tad disappointed) to find that this game 
suggests nothing of the sort. Wild Arms is actually a tradition- 
al Japanese role-playing game that borrows heavily from 
every other RPG on the market, then combines this material 
to create a unique game. At times it bears the strategic com- 
bat of Final Fantasy, then seconds later it delivers instantant 
dungeon exploration like Zelda. 


Boss encounters are brought to life in a multitude of 


Instead of breaking away from the play and delivering 


————— ———ná 


In the sequel, the same parasitic formula has been used to 
forge another remarkable RPG. Along with slightly improved 
graphics, a few drastic changes have been made. Instead of 
jumping from scene to scene, the story telling flows nicely from 
chapter to chapter. Loading times have also been reduced 
drastically, and its magic system has changed a tad. Messily 
scattered across these pages you'll have the chance to get up 
close and personal with the entirely new cast of characters, 
and you'll also find a breakdown of all the little changes that 
have been implemented. Enjoy! 


Ashi ey 
79 100 
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ways. Sometimes they'll chase you throughout a dungeon, 


other times, they'll just jump out in front of you and attack. Rest assured, these beasts are ferocious and difficult. 


Апо all the ignorant fools 
who have no qualms about 
Teading degenerate lives. 


a highly detailed FMV sequence, most of Wild Arms 2's story 


is delivered during the quest or within real-time cutscenes. 


PlayStation 


Cover Story 


. Magic plays a larger role in this game. 
Ashley can transform into a powerful Black 
Knight, and most of the characters can cast 
summon spells featuring a wide variety of 
beasts including cute unicorns and huge 
turtle beasts. 


Each of the six characters feature unique 
abilities that help in passing puzzles. As in 
Zelda, these skills include throwing bombs, 
sending out a critter to open chests, and a 
grappling hook to pull yourself across gaps. 


As you run across the overworld map or through a dungeon, enemy encounters are signaled by an exclamation 
point over the characters head. If the exclamation bubble is white, pressing @ will avoid a confrontation. However, 
if the bubble is red, you have to fight. 


m тте еттен үс 


Other than the sprite characters, Wild Arms 
2 is completely 3D. Within the dungeons, 
players must now manipulate camera pan- 
hing, and of course, many puzzles require 
that the camera view be changed. 


i 


All towns are hidden on the. overworld map. To find them, you'll need to hit the explore button (lll). This sends out 
a green radial ping. If a town or item is hidden within this radius, it will flash into view. | : 
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“It's been three long years since Wild Arms 
graced the gaming scene, and | had almost 
forgotten this hidden treasure after playing 
through an onslaught of PlayStation RPGs. 
So when | picked up Wild Arms 2 and 
remembered all the things that made the 
Original so great, like action-based 
exploration mixed with the RPG battles, | got 
a little giddy to head out on this new 
adventure. Obviously, the graphics are better 
than the original, but in many ways fall short 
of the standards set by RPG powerhouse 
Square. However, the graphics are more 
than sufficient, and as the story begins to 
unfold and the characters build up more 
powers, you quickly forget its shortcomings 
and discover that this is a fantastic game 
that's only flaw is its annoying music. 
Nothing super innovative, but a solid RPG 
that really delivers the goods.” 


“While l'Il be the first to admit that combat 
is a little slow and some of the character 
designs are just plain stupid, I've never 
played an RPG that had such a high level of 
interaction in every aspect. There are a ton 
of different combat abilities, each 
character gets their own sets of tools to 
use for town/dungeon puzzles, and you 
can even explore for hidden areas and 
random treasure on the overland map. 
While the game isn’t as aesthetically 
pleasing as some of Square Soft's 
monster titles, it does do an amazing job of 
ripping off RPG concepts from a variety of 
good sources and throwing in some great 
new ideas of its own. There are a ton of 
tools, items, and special weapons to be 
found. The quest is lengthy, and the action 
is nonstop. Low on garnish, high on meat, 
Wild Arms 2 is a tasty steak indeed.” 


“Just like the Suikoden titles, the technology 
in the Wild Arms games is a generation 
behind, but even so, the overall gameplay 
experience is oh so sweet. Sadly, Wild Arms 
hasn't graced the gaming scene for nearly 
five years now, and in this long lull, not too 
much has changed. Other than touching up 
the graphics and making the exploration 
aspect 3D, it's the same game you fell in 
love with. Its graphics are dull and its combat 
is incredibly slow, yet the daring storytelling 
that switches perspective from character to 
character keeps you perplexed and 
wondering what, or who, will pop up next. Its 
mixture of  puzzle-heavy dungeon 
exploration and traditional RPG values 
instantly hook you and create an irresistible 
package that gets more challenging with 
each new step. Wild indeed, | couldn't 
recommend a more enjoyable game.” 
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Sound 
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Sound 
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KING OF THE WILD FRONTIER 


Although quickly overshadowed by Final Fantasy VII, the original Wild Arms 
was a solid action/RPG mixing Zelda concepts with typical console RPG over- 
tures like random encounters and overworld exploration. Wild Arms 2 takes all 
{һе Тип of the original and expands on it immensely with a number of impres- 
sive new concepts and a ton of new ways to kill stuff. 

Exploration is done in a fairly typical format with the overworld perspective, 
where movement and random encounters are the norm, and the town/dun- 
geon format, where talking to other characters and solving puzzles become 
more prominent. Puzzle solving follows the same general concepts of 
the last game. As for those pesky random encounters that constant- 
ly pull you away from that nasty puzzle or become a nuisance when 
you just want to get to the next town, Wild Arms 2 offers an 
excellent new option. Whenever a random encounter is about 
to happen, a cartoon bubble with an exclamation point 
appears. over your character's head. Hitting the circle 
button quickly allows you to evade the encounter 
unless the monsters surprise you. 

Wild Arms 2 once again places more than one char- 
acter in the spotlight. At the start of the game, the 
story changes perspective through the eyes of three dif- 
ferent characters. After this band of oddball heroes 
joins together, another three characters await further 
within in the quest. For dungeon exploration, each of 
these characters features special abilities that will 
help in solving different puzzles. You'll constantly 
be switching from character to character just to 
open one lousy door. It takes serious brain 4 
power to solve this game’s many riddles. 

On top of this, you'll need to worry about man- 
handling combat. Taking a tip from Final 
Fantasy, summon beasts are now available to 
completely obliterate the opposition. The magic 
(FP) system has changed a tad as well. The number 
of magic points you have available is equal to your 
level. This means that if you're level 4, you'll only 
have 4 magic points. As you fight, you'll receive 
additional magic points for inflicting or taking dam- 
age. Get hit by 10 points of damage, and you'll have 
an extra 10 magic points to use. It sounds strange, 
but this system is actually pretty slick. The most 
powerful weapon in the game is still the Arm, and 
yes, equipping Runes is still a major factor. Қы 

Wild Arms 2 is surprisingly long, spanning across 
two discs. The graphics haven't changed too terribly 
much, yet the character modeling no longer takes 
after a fetus. Just like the first release, this one is as 
cool as ice. It hooks you right of the bat and tugs you 
along for 50 plus hours. 
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* Size: 2 CD-ROMs 

* Style: 1-Player Action/RPG 

* Special Features: 6 Playable Characters; 
Guns & Magic; Summon Powerful 
Guardians; Special Force Abilities Allow 
Powerful Attacks 

* Replay Value: Moderately Low 

* Created by: Contrail & Media Vision for 
Sony Computer Entertainment Inc. 


Brad ilka 
PIY 1639 gend 17% т 3177 1086 * Available: May 2nd for PlayStation (Now in 
ҰР Wes FP 2 ҰР Olas Japan) 


Bottom Line: 


you open this can of Peanuts and... al 
n уои!!!" 


ЕР 
тұқ mer special 
vere оз BRINE adost? 


Original Duke Nukem™ game, e 
only for the PlayStation® game console! 


14 unique missions, loaded with secrets! yv 


Auto-targeting 
and "automatic" simple actions! e 


Over 30 in-game cinematics. 
Unlockable “bloopers”! 


6 ist-person 2-player multiplayer maps. e 
3 split-screen modes! 


Rescue babes 
and terminate over 20 enemies! 


Features music by Static X e 
(courtesy of Warner Bros. Records?)! 


Supports DUALSHOCK" e 
analog controller! 


INNOVATIVE EGO SYSTEM for Duke! 6% 


Use Duke's Jetpack, Infrared Goggles, e 
Gas Mask and Shades Operating System! 


Sniper Rifle, Flame Thrower, Pipe Bombs, e 
and 15 other kick-ass weapons! 


One million babes. One Duke. 
Any questions? 


All males are dead. 

All females are enslaved by vicious aliens. 
Against all odds, the Unified Babe Resistance 
has formed, and right now they need a hero. 
There's only one man from Earth's past 
that's big enough for the job —Duke Nukem. 


Animated Violence 
Animated Blood and Gore 
Strong Sexual Context 


GT Interactive 
oftware. 
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- Bill Gates grins as 
he unveils a sexy X-Box prototype at 
the Game Developers Conference- The 
next phrase in his plan for world 
domination has begun. 


DVD Movie _ Web - 
Compatibility Connectivity 


Competitons CPU 


200 Mhz Processor 
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the Game Developers Con- 
ference in San Jose, California, rumors that Bill Gates would unveil Microsoft's 
fabled X-Box console during his keynote speech were running rampant. So it wasn’t 
a big surprise when Gates stood in front of the thousands of hard-nosed developers and jaded gaming press on hand and 
announced Microsoft's entrance into the multi-billion dollar industry. However, it was a surprise when they applauded. 

As if to confirm to Nintendo, Sega, and Sony that Microsoft wasn’t joking, Gates went on to add, "We're talking about a 
device that has no boot time; no software installation. What we're talking about here is a real console.” [...albeit with lots of PC 
parts and technology partners- ed.] 

Due in the fall of 2001, the X-Box is the result of years of Microsoft research into the industry, as well numerous discussions 
with the development community. Throughout Gate’s presentation he showed onlookers his vision for the future of console 
gaming, as well as the proposed specs for Microsoft’s X-Box and some demonstrations of its power. 

The heart of the X-Box is a custom Intel Pentium Ill product, running at over 600Mhz. To compliment that, the X-Box will 
sport a Graphics Processing Unit by NVIDIA blasting along at 300 Mhz. Combined, these two processors are capable of an 
astounding one trillion operations per second. It is important to note, however, that none of these chips exist as silicon at the 


Game Informer 


Feature 


moment, as the technology they plan to use in X-Box is “three generations beyond the best graphics chips that are shipping 
inside the PC right now.” 

Luckily, Microsoft has teamed with an experienced player. NVIDIA is currently wowing computer players with its GeForce 
256, the world’s first GPU graphics card for personal computers. Which in a sense lets a PC mimic a console’s architecture by 
enabling the main CPU to handle the calculations for Artificial Intelligence and physics while the GPU does the output 


Гг Backwards | 3 
Compatibility 


No. PC Games will not run on the 
X-Box. 


Most PS-X games work, but there are 
a few games that don't. Some games 
feature enhanced graphics on PS-2. 


Doubtful, as Nintendo is abandoning 
the cartridge format. 


drive 


Software | 
Outlook 


Unknown. Developers such as EA, Konami, Midway, & 
Eidos have signed on. 


Excellent. The U.S. launch should feature several EA 
titles, and such blockbusters as Ridge Racer V and 


| Tekken Tag Tournament. Almost every major developer 


is planning PS-2 games. 


Fair. So far, a few exceptional titles, like Code Veronica 
and NFL 2K, have stood out in a mostly mediocre field. 
Sega's prediction of 500 DC titles available by 2001 
seems very unlikely at this point. 


Many developers were burned by the N64, so very few 
have committed to Nintendo so far. Expect the usual 
awesome Nintendo and Rare games. 


capabilities is what make the Е 
X-Box special. “What that СРҒОНСЕР= 
means is that when you 
design your game you know that the hard disk is there. So whether 
its streaming audio, or having add-ons that are downloaded, the 
hard drive is very important." 


calculations. The parallels between its PC work and 

X-Box are obvious. 
With partners like NVIDIA and Intel, the computing 
power of X-Box is certainly staggering, but it's the other 
added bonuses that make it more unique. Yes, the X-Box will 
have a 4x DVD-Drive that plays DVD movies just like Sony's 


PlayStation2 (and in all likelihood, Nintendo's Dolphin), but the 
addition of an 8GB hard 


and ethernet A V I D I A i 


In some cases the hard drive will be absolutely vital, 


especially if gamers are using the X-Box’s ethernet port to 


connect to a broadband modem. Wired gamers will be able to 


Japanese mU 
Support 


Square is already planning three Final Fantasy epics for the PS-2, which will 
kely propel the RPG genre to new heights. With almost a million installed base 
in Japan already, expect the PS-2 to dominate in Japan. Nearly every Japanese 

developer will produce games for the PS-2. 


reamcast sales have been sluggish in Japan, and many Japanese developers 
ave already abandoned the system. | 


intendo burned a lot of bridges with the Nintendo 64, so many companies та) 
dopt a "wait and see" attitude with the Dolphin. A key for Nintendo is to win 
ack Square, who crippled the N64 when they refused to produce FF VII for th 
artridge format. 


We wonder if Bill was 
thinking to himself: 
“If they don't make 
games for my system 
I'll just buy their 
company. Muahahahaha!" 


| 
i 
| 
| 
| A 
1 
| 
| 


download gaming demos, 
| MP3s, and even new 
characters or areas for their 
games. Of course, this 
connection can be used to surf 
9 the web, play deathmatch 
multiplayer games like Unreal 
Tournament, or join in 
‘| persistent online worlds like 
Verant's EverQuest. 
For players who aren't 


20900000G М 9 [E] > f looking for an online 
X-SPECS | experience, X-Box will house 


four controller inputs for “house party” games, or the ethernet port could be used to link 
multiple X-Box's together for a serious local area network gaming fest. 

To round out the platform that Gates said will “allow the business to be four or five times 
as big as it is today,” Microsoft needs to have games. Since the X-Box is a console machine, 
it will work under the same tried and true model that Nintendo and Sony have used for years: 
charging a royalty on each and every game sold to enable them to continually market and push 
the unit to the consumer. 

So Microsoft knows how it is going to make its bread, now all they need is to get some 
companies to develop for it. Luckily, Midway and Acclaim will sign up for anything, but 
Microsoft has also persuaded Electronic Arts to come on board and others have followed 
including Konami, Capcom, Sierra, THQ, Hudson, Ubi Soft, KOEI, and Activision. Microsoft has 
also announced a new Games Division (will the acronym be MGD?) to create first-party games 
for the X-Box. While there is a possibility of some of Microsoft's PC games coming to the X- 
Box, the hope of the Games Division is to create new experiences for the X-Box. 

And for the X-Box, new experiences will be incredibly important. Many in the industry, 
including Game Informer, are still uncertain as to whether the X-Box will bring consoles to the 
next level, or bring PC gaming to our consoles with all the X-Box’s personal computer 
components and operating systems. 

Microsoft believes using PC technology is the key to unlocking a new generation of games, 
as it hopes to leverage the knowledge game developers have garnered from working on the 
PC to make X-Box games bigger and badder than all the rest by using familiar tools and CPUs. 

“This takes X-Box from being a programmer-driven console to being an artist-driven 
console, and design-driven console,” where the developer is not spending time learning his 
tools, but creating his game. Obviously, veteran PC developers seem very hip to the idea, while 
console developers are a little more gun-shy, though they certainly aren’t ruling out the idea of 
working on X-Box. 

The future of the X-Box is uncertain, as it is still a long way off. But one thing is for sure, , 
Microsoft's entrance into gaming solidifies console gaming as the premier form of | 
entertainment. In spite of stiff + ————ÁÀÀ | 
competition from Sony and | 
Nintendo, we don’t expect the 
world’s largest company to go 
down without a fight. 


| 


lovely Caroline and 
her mecha counterpart 
doing synchronized 

martial arts. 
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New Zelda Changed In 
Name Only 


Nintendo of America has made a small 
change to the highly anticipated Zelda sequel for 

Nintendo 64. Formerly known as The Legend of 
Zelda: Mujula’s Mask, the game was recently 
redubbed The Legend of Zelda: Majora’s Mask. Around the 
office, we can never keep our Majulas or Majoras straight. 
However, it doesn’t really matter because it is Zelda just the 
same. 

The new Zelda will appear on N64 this fall. 


Dino Crisis 2 Storms 
PlayStation This Fall 


Will Microsoft’s X-Box Be Able to 
Straddle the PC/Home Console Divide? 


No 67% 
Be prepared to be 
taken for a ride. 


А there wouldn't Бе 
j any need 
customer service, 

Ў because we would all 
get what we wanted. But you 
can't always get what you want, and 
even worse, sometimes you can't get 
your Game Informers. If you are having 
Subscription woes or your dog ate your 
favorite issue, contact our customer 
service department at the address to the 
right or, for even quicker service, give 
us a call. 


Yes 33% 
In Bill we trust. 


for 


Source: gameinformer.com survey 


Capcom's survival horror game of the Jurassic kind is returning to 
the PlayStation. Dino Crisis 2 will arrive on the system this fall, and 
Regina's gonna do some more dinosaur whuppin’! 

Although details regarding the game are pretty sparse, we have dis- 
covered that Dino Crisis 2 will make its presence known at the 
Electronic Entertainment Expo (E3) in May. Regina will again be the 
game's prime mover, but we've heard rumors of other playable char- 
acters as well. A likely scenario for the game revolves around new 
Third Energy Generators that have been constructed in other parts 
of the world. If you remember, these generators opened portals to 
the past and unleashed the prehistoric pests into the present. 
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UGLY 


For Change of Address, New 
Subscriptions or Inquiries please 
send correspondence to: 


Game Informer Magazine 
Attn: Customer Service 
10120 West 76th Street 
Eden Prairie, MN 55344 


Customer service hours: 

Monday through Friday, 

9:00 am — 4:00 pm (Central Time). 
(952) 946-7266 

Outside Minnesota make sure to dial 
area code (this is a toll call). 


Or email us at: 
customerservice@gameinformer.com 
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Nintendo 64 


* Size: 256 Megabit (With Battery Back-Up) 

* Style: 1 to 4-Player Action/Strategy 

* Special Features: All 151 Pokémon; New 
Pokémon Snap Gallery; Detailed Animations; 
Authentic Pokémon Voices & Sound Effects; 
Minigames; Transfer Pak Included 

* Replay Value: High 

* Created by: Creatures/Game Freak/Factor 


5 for Nintendo р ШИЕ s Nintendo milks its multi-billion dol- 
* Available: Now for Nintendo 64 B 


IW lar cash cow, the children of America 
Bottom Line: 


m are licking up every tasty drop. The 

EH | release of Pokémon Stadium is with- 

out a doubt the biggest Pokémon release 

! since the original Blue and Red games made 

| their Game Boy debut. For the first time in Poké- 

history, gamers can finally compete head-to-head 

from the comfort of a normal television screen. For 

two years now, we’ve been forced to squint and 

watch little sprites exchange motionless blows. 

Now, the same complex battles explode on the big 

screen with beautifully rendered 3D models and 
amazing special effects. 

Unlike the previous N64 title, Pokémon Snap, all 
151 Pokémon are actually packed into the game. 
For those of you who love the Pokémon you raised 
by hand in your Game Boy games, the new N64 
Transfer Pak actually allows you to plug your Game 
Boy game into the Nintendo 64 and upload your 
Game Boy characters into the Nintendo 64 
cartridge. To reduce the squint factor, Nintendo 
has also added a mode that gives you access to 
play the Game Boy game on the boob tube. 

These little aspects are more than enough to 
validate a purchase from most trainers, but get 
this, there's more! Pokémon Stadium also includes 
several four-player Mario Party minigames, a 
statistic-heavy Pokémon Lab, and a series of 
difficult Trainer battles that lead to the unlocking 
of Mew. The American release even comes packed 
with an exclusive feature. Just like in Pokémon 
Snap, a Gallery mode has been added. Here players 
can snap photos of their favorite Pokémon, then 
bring their game to Blockbuster and print out 
stickers. Schwing! 
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FuncoLand 


Bring Home The Fun X 


NINTENDO: 


Expected to be available 
May 5, 2000 


Expected to be available May 23, 2000. 


Reserve your 


copy today at 
 FuncoLand!!! М 


1%) Also, available is the Nintendo 64 Expansion Funtastic 
Pak which is required for maximum gameplay. Colors 


per system 


Color availability will vary by store - quantities are limited. 


E UR. | 
% 4% ( 


Expected to be 


June 2.2000 EOIN се 
NINTENDO‘ 
IN Visit us € www.funcoland.com 


Limit one per customer. Quantities are limited. Quantities and product selection vary by store. Prices and offers expire May 31, 2000. Manufacturer reserves the right to delay game title at their discretion. 
Nintendo 64, "№ logo, Game Boy, Pokemon and Nintendo are registered trademarks of Nintendo of America. © 2000 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. All rights reserved. 


* Size: 256 Megabit 

* Style: 1 to 4-Player Action 

* Special Features: 2 Playable Characters, 
Each With Special Talents; 24 Total 
Weapon Variations; Auto-Save; 48 
Multiplayer Levels; Enhanced Enemy Al; 30 
Frames Per Second; Real-Time Cutscenes 

* Created by: Acclaim 

* Available: August for Nintendo 64 


60% Complete 


Shadow of Oblivion 
) Т urok is the series which turned Acclaim from 24 weapon variations (eight standard, plus eight 
creators of crap to masterpiece makers.Hoton upgrades per character). All of these wonders are 
the heels of the multiplayer offshoot Turok: achieved without the RAM Pak, which further — 

Rage Wars, Acclaim Studios Austin is back on task .. improves resolution in the game. 
with a true sequel, with Turok 3 continuing the trend Since GoldenEye started dominating N64 sales 
of improvements Turok 2 began. charts those many years ago, any successful action 

Turok 3 has a deep, involved storyline. It seems title has to toss in a slew of multiplayer melees, and T3 
the dastardly deity, Oblivion, is trying to muck up the is no exception. Frag your friends in a whopping 48 
works across the vast expanses of time and space. levels of competitive splendor. Thirty six of these are 
His main task is to find a way back in time to prevent all new to ТЗ, including a few consisting of levels from 
the creation of Earth, thus stopping the birth of the the single-player mode. Also included are some 
Turok. Throughout the game, everyone’s favorite classic favorites from the previous Turok 
Native American, Joshua Fireseed, is missing. incarnations. 
Keeping dino destruction in the family, siblings Some fans latched onto Turok: Rage Wars like a 
Joseph and Danielle are eager to pick up the slack. hungry lamprey, while others choked on its shallow 
Joseph's slender frame can get him into some tight single-player game. There's little doubt that first- 
spaces, and Danielle is able to grapple to reach new person fanatics everywhere are anxious to get their 
heights. The character you select at the start of the hands on the dynastic successor to the Turok legacy. 
game will alter your navigation of each level, as well . Hopefully Joseph and Danielle Fireseed will do the 
as which weapon upgrades you'll have access to. family proud, or at least blow a lot of stuff up. В 

Oblivion’s influence is being felt all over the five 
worlds of Turok 3. Citizens run frantically from the 40 
new enemy types. Unlike the previous Turok titles, 
levels are designed to prevent the deja vu that comes 
from similar textures. Mission objectives drive the 
gameplay, with tasks that require more exploration 
than those in GoldenEye. No need to worry about the 
long treks without save stations, since this game 
carries both auto-save and save anywhere features. 

Graphical eye candy is sure to fill up your gullet 
once again in T3. Each enemy is a 30 frames-per- 
second, polygon-pumping feast for the peepers, as is 
the pyrotechnic bliss created by firing any of the 
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Cute babies munching human flesh. 


Nintendo 64 


Preview 


* Size: TBD 
* Style: 1-Player Role-Playing Game 
* Special Features: Des 
10 Different Ch. 
Random Weather Ef 
Expansion Pak Con 
* Created by: H20 
* Available: 


80% Complete 


the. 64-bit plains of gamedom, the Nintendo 64 - 
will finally -unleash a full-on-role-playing game. - 
THQ promises that this title; Aidyn Chronicle: 
-The First Mage, will not disappoint like the dreadful Quest 64: 
Designed by Chris Klug, the -mastermind behind TSR's $" 
- DragonQuest board game, Aidyn Chronicles inserts players - 
into the sandals of a 17-year-old adventurer named Alaron. 

1 Followed by a mysterious shadow that haunts his every 
move, Alaron has a questto find who or what this mysterious 
visitor is. The search for the truth will-span across bustling 
sea ports-and enchanted forests, even. extending to: the 
fabled cities of the Mirari and Jundar. 

Alaron-will run across nine different allies to aid him in his 
quest, including. knights, wizards, and a few mysterious 
fellows who react differently to lunar and: solar cycles. When: 
it. comes to dungeon exploration, the player will need to 
narrow down the troops to four characters. All of the 
freeworld movement is composed of gorgeous 3D environ- 
ments. As you trek across the land, the fearless heroes will 
be slowed up by weather changes, such as rain and fog, as 4 
well as-day and night changes. - 

Whenthe time comes to trounce evil, the game | 
shifts from real-time to a turn-based combat 

-scenario. Here the actions of all four party ES 
-members can be accessed, and yes; devastating ~ E 
spalis: can be cast. ae the juice” ош оғ. 


PlayStation 


Review 


* Size: 1 CD-ROM 

* Style: 1-Player Action/RPG 

* Special Features: Complete 3D & 2D 
Sidescrolling Gameplay; Swimming & 
Platforming; Huge Bosses; Item 
Management; Tons of Real-Time Cutscenes 

* Replay Value: Moderately Low 

* Created by: Contrail/Matrix Software for 
Activision 

* Available: Now for PlayStation 


Bottom Line: 5 


that tickle our souls and warm our hearts. In 

the last decade, we were overwhelmed by a 

plethora of astonishing secrets and amazing stories. 

The highlights range from NASA's Mars Rover to 

Ellen DeGeneres revealing her love for, umm, softball. 

We were also blessed by global warming and a 

rapidly growing gaming scene. To the shower of killer games, 

Working Designs contributed greatly by porting the little 

known action/RPG, Alundra, to the States. Not much was 

expected of this title, but as soon as it hit the streets, it instant- 

ly garnered the name PlayStation Zelda. There have been 

numerous Zelda knock-offs, but none have mimicked the 

adventure quite as well as Alundra. Ellen, Martian snapshots, 
warmer winters, Alundra...what else could you want? 

Always wanting more, we'd love an Alundra sequel. Just 
two years after its release, our wish is coming true, and 
Alundra is in fact making a triumphant return. Under the 
development of Contrail and Matrix Software, Alundra 2 
comes to life as a completely different entity. Gone are the 
gorgeous sprite graphics, and gone is the focus on vast 
exploration. Following in the footsteps of most games, 
Alundra 2 is now fully polygonal and striving to deliver as 
many cinematics as it possibly can. The basic gameplay 
premise is still the same, and yes, there are a ton of tricky 
puzzles and frustrating platforming sequences. 

The main character, Flint, is very much like the original 
dream-walking hero, Alundra. Flint wields a large sword, but 
instead of entering dreams, he battles pirates. Throughout the 
course of play, Flint will gain levels and find new weapons. 
Given the absence of exploring, Contrail has added ten 
different minigames to the mix. You'll be asked to play darts, 
drive an RC car, and flee a boulder. Score well in these 
sequences and you'll unlock an ultra-rare item. 

Alundra 2 looks different and plays different, but once you 
get into it, the addiction is the same, and the adventure is 
another epic that will leave you craving a third chapter. 


T he world is full of wonderful little surprises 


GT 
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"| really enjoyed the first Alundra, so | was 


expecting a lot out of this sequel. Sure, | knew 
the awesome 2D art and gameplay from the 
first was gone, but | figured the developers 
must have come up with some radical new 3D 
engine to make it worth taking this license in 
a new direction. Unfortunately, there is no 
fairy tale ending to this story...the 3D engine 
this game uses is average at be: the 
action it delivers falls somewhere een 
watching infomercials and watching paint 
dry. In either case, if | do either one for long it 
will put me to sleep, and that is what | find 
Alundra 2 to be — a cure for insomnia. | still 
like a lot of things this game stands for, 
action/adventures are too rare to be taken 
lightly, but developers must learn that just 
making a game 3D doesn't make it good. You 
have to be able to play the game in 3D. 
Alundra 2 isn't playable, it's just there.” 


“Pll admit that | never played the first 
Alundra despite hearing rave reviews, but 
let me tell you, its sequel certainly does- 
n't make me feel like seeking it out. The 
polygonal 3D areas are not only small, 
but rather unattractive. Worst of all, the 
blocky textures often make it hard to dis- 
cern where you can and cannot go. 
Alundra 2's combat is functional, but 
hardly diverse. Your character has a sword 
slash, a running sword slash, and a jump- 
in£ sword slash..and that's about it. 
Having the action freeze and switch to a 
turn-based combat system would have 
worked better than this. As for story, | 
could have cared less about my character 
and everyone around him. Alundra 2 deliv- 
ers that same action/RPG Zelda feel, but 
fails in every respect to assemble an 
adventure that makes me want to play. “ 


“Тһе Alundra that romanced the 
PlayStation frontier with breathtaking 
2D imagery and a lengthy quest devoted 
to hardcore exploration has been 
destroyed and replaced by a polygonal 
impostor. Aside from various gameplay 
elements like similar puzzles and harrow- 
ing platforming, Alundra 2 is a different 
beast altogether. Unlike the predecessor, 
its focus is on story and not gameplay. 
Sadly, the tale it weaves is incredibly bor- 
ing. On top of this, a slew of obscure 
minigames (like darts) have been added 
to offset the mediocre quest. The action 
that it does deliver is decent, but is never 
used to its full effect. | loved the first 
game and could hardly wait to get my 
hands on the sequel. After playing it, | can 
see why Working Designs didn’t port it. A 
great letdown indeed.” 


Where Art 


imou mesa man 


“Tron Bonne is certainly a very humorous 
game, and | absolutely love the Servbots; 
but other than its well-produced story, this 
game leaves a lot to be desired. The 
biggest problem is the pace. The down time 
between the action (where you select 
missions and send out scouts) is rather 
lare and not terribly deep, and then the 
gameplay itself (be it puzzle or action) isn't 
exactly what you'd call frantic. So other than 
the time | spent disturbing the office with 
outbreaks of hyenaike laugher at those 
lovable Servbots, | was battling boredom 
in a valiant attempt to stay awake. But 
alas, even the Servbots weren't enough to 
save this game. Tron Bonne just doesn’t 
deliver enough action to keep me interested 
(even though the puzzle game is kinda fun); 
but it has made me sure of one thing – | 
would pay good money to see the Servbots 
star in a movie.” 


“There are those who complain that every 
title released for PlayStation in the U.S. is a 
cookie cutter game. In other words, there's 
nothing original. The Misadventures of Tron 
Bonne isn't exactly a breath of fresh air, 
but its strange combination of game 
genres, criminal focus, and warped 
storyline leave you feeling like you're not 
in Kansas anymore. The three types of 
games you get with this title are all good, 
but not fabulous. Mostly, | found myself 
playing to see the antics of the Servbots. | 
love those little LEGO guys. This game has 
high rental appeal for anyone, but (and 
this is a but bigger than Rikishi's here) | 
could see certain people, especially 
younger gamers, having this become one 
of their favorites.” 


“Sinister, sly, sassy...Tron Bonne is the 
perfect girl. And let’s not forget the hired 
help. Her Servbot assistants are the funniest 
little guys this side of the Oompa Loompas. | 
digress. As much as | respect the cast, the 
game shouldn't have veered away from the 
Mega Man Legends formula as much as it 
did. Ms. Bonne's solo adventure is chopped 
into a series of interesting minigames. Some 
of these itsy bitsy gameplay rounds are quite 
entertaining. Others have a tendency to be 
the complete opposite. Yet even through 
some sleeper stages, this game offers 
more than enough to keep you hooked. 
Interacting with the Servbot army is a great 
perk, as are the plethora of secrets. | also 
really enjoyed the obscure storytelling. She 
may not pack the gameplay heat of Mega 
Man, but Tron Bonne's first title is 
respectable, and for those who like a good 
laugh, a very nice treat." 
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Debuting as an archnemesis in the innovative 
PlayStation release, Mega Man Legends, the 
feisty lass known as Tron Bonne has taken cen- 
ter stage and become the most popular Mega 
Man character since the boy in blue fired his first 
pellet. Tron Bonne is not a little tin girl. Nor is she 
hyper-enhanced in anyway. She's just a girl...pretty. 
as can be. A girl with an attitude so fierce and wild, 
it makes Dr. Wily’s rage seem flabby. ` - 

In The Misadventures of Tron Bonne, the lady of 
the hour is once again up to no good. Instead of try- 
ing to stop her evil ways, you actually control her 
every move...assuming the role as the bad guy for a 
change. Raiding neighborhoods, looting mines, and 
even destroying police cars are all part of the action. 
With the majority of the game styled very much like 
Mega Man Legends, the gameplay delivers a ѕиг- 
prising hook and veers off doing its own unique 
thing. Instead of one epic adventure, this title fea- 


` tures a multitude of different minigames. Trample 


taxpayers in Bonne's pretty-in-pink mecha, throw on 
tank treáds to complete harrowing box puzzles, or 
simply control a floating camera in mine exploration. 

Through each of these obscure modes, Bonne's 
loyal ministry, the Servbots, must be pushed around 
to do your bidding. There are over 40 distinct 
Servbots in the game, and each one of these cute 
LEGO-like guys gains experience and performs 
exclusive abilities. Some scout the land for new 
items and weapons, others have the stressful job of 
disabling traps in dungeons. On Tron's ship, the 
Gescellschaft, you can interact with the Servbots 
and really get to know the personality of each. If 
you think one of these hired hands may be slacking, 
send him back to boot camp. 

The Misadventures of Tron Bonne features the 
same unique graphics, sounds, and animation of the 
original Legends' title. Yet even. without the hero, 
this Mega Man game gnaws at you with the same 
addictive hook. 


Review 


* Size: 1 CD-ROM 

* Style: 1-Player Action/Puzzle 

* Special Features: 4 Different Game 
Modes; Tons of Wacky Servbot Antics; 
Sophisticated Gescellschaft Options; 
Mecha Upgrades; Hidden Items 
& Weapons 

* Replay Value: Moderate 

* Created by: Capcom 

* Available: May for PlayStation 


Bottom Line: 
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Тгоп Воппе апа сотрапу 
ready for action. 


In the Box mode, your mind will be put to 


the test through several tricky puzzles. 


The first-person Dungeon Crawler mode 


features several familiar enemies. 


Each of the 40+ Servbots has its own 
personality and special abilities. 


рылу (E232 3IART BU! 


-%. qp 


m= E 0 MORE THAN A SEQUEL... 


THE IMPACT” 
AME OF — 
YEAR. 


‘ROS 


EX2 PLUS 
- 


QE р d 
288400 PRESS. 
SN = 92 b. 
ы Capcom’s all-time, flagship fighting series once again 
E goes 3-D with Street Fighter EX 2 Plus. Loaded with new 
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© CAPCOM CO., LTD. 2000. © CAPCOM U.S.A., INC. 2000. ALL RIGHTS RESERVED, CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. STREET FIGHTER is a registered trademark of CAPCOM СО. LTD. STREET FIGHTER 
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PlayStation 


* Size: 1 CD-ROM 
* Style: 1-Player Adventure/Shooter 


Shock & Analog Compatible 
* Replay Value: Moderately Low 
* Created by: Asmik Ace for Jaleco 


* Available: Now for PlayStation 


Bottom Line: 


Taking a break in the 
mother ship's lounge. 


* Special Features: 6 Lengthy Missions; Land, 
Underwater, & Outer Space Flights; 4 Wing- 
Man Choices; 12 Weapons; 4 Difficulties; 
Resident Evil-Like Ship Exploration; Dual 


year 2200 it's damn near impossible. Due to 


up by a few nuclear explosions, the people of 
Earth had to flee to Mars and terraform the whole kit 
and caboodle. Everything was. going peachy keen until 
a bunch of mutants started popping up. It’s up to Shun, 
a member of the Mars Defense Force, and his Mk6 spacecraft 
to save humanity by tracking down the source of the mutation 
and destroying it. 

Coming off as a cross between Star Fox 64 and Resident 
Evil, Jaleco's Vanark delivers a three-dimensional shooter with 
a multi-faceted story. Each of the game's chapters begins with 
the main character, Shun, wandering around the mother ship 
and talking with other characters on board. During this stage, 
it appears that an on-board adventure is about to begin any 
minute, but this is not the case. Other than a bomb-defusing 
minigame and a timed exploration of a crashed ship, the only 
purpose of Vanark's Adventure mode is to advance its heart- 
wrenching tale. 

The excitement of Vanark is to be had in the cockpit. After 
having his fun chatting it up, Shun always races off to jump in 
his Mk6 and take care of a menace to Martian society. Those 
mutated scumbags are all over the place, and before Shun 
completes his life's goal he'll have traveled across the land, 
under the sea, and to the far reaches of outer space. 

Before launching, players must select which of four varying 
characters will be their wing man and which of two weapon 
systems to load onto their ship. There are very few flying mis- 
sions, but each of these is quite long, featuring multiple paths 
to take and at least two bosses to take down. After a success- 
ful completion, Shun returns to the mother ship to meet the 
people he's rescued and discover what new weaponry has 
become available. 

Consider Vanark to be short, but oh so sweet. Even on the 
hardest difficulty, don't expect to be kept up into the wee hours 
of the night finishing the game. But after dodging fire from a 
thousand enemies, outrunning an underground river of lava, 
narrowly escaping on a skiff, and saving an entire planet, you'll 
feel as if you spent months in the trenches. 


iving on Earth might be a struggle today, but in 


- a general mangling of the ecosystem followed 
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- Attack of the 


Humans From Mars! 


"Comparisons to Nintendo's Star Fox are 
unavoidable, as Vanark delivers some top- 
notch 3D shooter action, but as you dig 
deeper into this title it slides from this 
hallowed ground and finds itself sitting 
down with the rest of the pack. Vanark 
does have its good points, however, as it 
delivers nonstop mayhem with a chorus of 
graphic effects screaming across the 
screen. The playcontrol is right on as well, 
although | could have done without the 
poorly produced third-person modes where 
you walked about the space station. Its 
downsides are few, but those that are 
present are hard to forgive as the game 
is terribly easy and there really isn't much 
replay value. | enjoyed my time with 
Vanark, and | highly advise it for a rental, 
but I'd have to say a purchase is unneces- 
sary as the game can be beaten on hard 
difficulty in a number of hours." 


"After all the gargantuan games of late 
that require more hours of play than 
most people have patience for, Vanark is 
ge of pace, but it goes too far 
side of the spectrum. As far 
ll, the adventure portion of the 
game is simply there to pad out what is 
otherwise an hour-long game. Seriously, 
on the hardest difficulty setting, it only 
took me an hour of flight time to finish 
Vanark. Those obsessed with earning 
perfect ratings will pull some extra play 
time out of the game, but probably not 
too much. What little there is, however, 
is a complete blast, and | recommend 
everyone rents this baby if they can find 
it. | guarantee that the final space 
battle will leave you with pleasant 
gaming memories. Here's a teaser - 
giant space carp." 


“Priding myself as one of the best Star Fox 
players in the world (I beat Miyamoto after 
all), | gasped when Shigeru told reporters 
that he wouldn't make another Star Fox 
title. Then again, this doesn't mean that 
other developers couldn't clone this sci-fi 
classic. The PlayStation has glided 
through its life without a Star Foxlike 
game, and it’s nice to see Asmik step up 
and christen the system. Vanark plays just 
like the real deal...only without the flash. 
All six levels are designed nicely, yet 
pop-up is a problem, and the effects could 
have been much better. Since there are 
only six stages, this game ends abruptly. 


Its epic story is cheesy, yet accompanied 
by nicely detailed FMV. Fans of this genre 
probably crave a harder game like 
Einhander or Omega Boost, but | strongly 
suggest that Vanark at least be rented 
for a weekend. Beat it and move on.” 


“Medievil Il is both a blessing and a curse. 
Like its predecessor, | found Medievil II to 
be a highly entertaining and addicting 
action/adventure. Unfortunately, this 
version is even more frustrating, and the 
control and camera work still seem to work 
against each other to create user deaths 
(which is perhaps one of the most 
annoying things a game can do). | also find 
myself disappointed in some of the 
changes, like Dan's new voice, the 
removal of the Hall of Heroes, and the slide 
show stage selection that is pretty lame 
compared to the map from the first. Even 
with all its troubles, | thoroughly enjoyed 
Medievil II as it offers a very stylized and 
fun quest, but | definitely expected more 
from this offering." 


"The first MediEvil ranks up there as one of 
my favorite PlayStation games. The second 
is no slouch, but it doesn't quite deliver like 
the original. There's no huge flaw in the 
game, just a lot of nagging points; but as 
Hank Scorpio once said in The Simpsons: 
"You can't argue with the little things. It's 
the little things that make up life.’ Dan's 
grumbling voice, the Hall of Heroes, and 
the Nightmare Before Christmas feel are 
just a few of the things | miss. What | yearn 
for most, though, is the perfect blend of 
puzzles and hack'n'slash that the first had. 
MediEvil Il is a much harder adventure, but 
it feels like the developers wanted to trade 
in some of the action for more intense 
platforming. Unfortunately, they did nothing 
to rectify the engine's awful camera, thus 
transforming good fun into needless 
frustration." 


"| love the first Medievil almost as much as 
| do my family and friends. With Medievil II 
the same loving embrace cannot be 
applied. | really wanted to like this game, 
but in the end, it became one of the most 
frustrating games I've played in a great 
while. The problem child is once again the 
camera system. Simply put, the camera 
sucks the big kahuna. The camera swayed 
out of the way so much that | was bumping 
into walls. Poor Dan looked drunk. To make 
matters worse, Medievil II contains a lot 
more jumping on small, narrow platforms. 
To put it bluntly, these scenarios #*%&ing 
suck! Dan can barely walk straight, jumping 
is a different story. But alas, the rest of the 
game is still a work of art. The Tim Burton- 
like environments are breathtaking, and 
the gameplay is even more inventive 
than before.” 


Fart Небе, 
сенем, пансат. 
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PlayStation 


* Size: 1 CD-ROM 

* Style: 1-Player Action/Adventure 

* Special Features: Victorian Setting; 
Gunpowder Weapons; DanHand & 
Dankenstein Modes; Climbing, Pushing, & 
Pulling; Different Dan Voice; Dual Shock & 
Analog Compatible 

* Replay Value: Moderately Low 

* Created by: Sony Computer Entertainment 
Europe for SCEA 

* Available: May 9 for PlayStation 


Bottom tine: 7.75 


Í ediEvil was a surprise hit for Sony Europe, so 
its hardly a surprise that those Р5-Х 

* 1 | programmers from across the pond have put 
together a sequel named MediEvil ІІ. Awakening once 
again to save the world from peril, Sir Daniel Fortesque 
finds he's become an exhibit in a Victorían London 
museum. Someone has begun to explore-the incantations | ==, 
contained within Zarok's spell book, and Hap can't rest until- 
he puts a stop to that. 

The setting may have changed, but players of the first | 
MediEvil will feel right at home. The controls and camera | 
System are identical, and many of the weapons from the first 
game make a return appearance. As before, enemies slain on 
every level contribute energy to a hidden Chalice of Souls. | 
Filling and finding this hard to locate item will result in Dan 
earning a new weapon. 

Sir Dan does have a few new tricks up his ulna, however. | 
In keeping with the times, Dan finds gunpowder weapons 
Such as pistols and bombs to add to his arsenal. Also, 
Fortesque no longer holds the Hall of Heroes as his 
headquarters. Rather, he pays visits to an allied Mad 
Professor who lives in the London Underground. 

In the original, finding the hammer allowed players to | 
unearth secret areas. The hammer still makes a formidable |. 
flattener in MediEvil Il, but you'll have to wait until Dan loses | 
his head to get into every nook and cranny. In an early level, 
Sir Dan must build а Dankenstein monster and place his 
noggin atop it to-box a robot pugilist. If he wins, he'll then be 
able to place his head on the hands that scuttle about each 
level. The DanHand can get into small places, but if it gets ~] 
stuck, players can switch to the headless Fortesque and have | 
him come to its aid. If Sir Dan can master all these new moves |... 
and make it through ай of MediEvil I's more difficult levels, he | 
can finally get back to the grave and rest in peace. Hi 


With sword in hand, Dan hacks 
zombies into pieces. 


Sir Dan will have many more 
puzzles requiring him to push and 
pull things into place. 


Dankenstein takes on The Iron 
Slugger to impress his girlfriend. 
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PlayStation 
Review 


* Size: 1 CD-ROM 
* Style: 1 or 2-Player Action 
* Special Features: 5 Playable Characters; 
10 Stages; Pilot Staps & ATT Tanks; Learn 
New Moves & Force Power; New Episode I 
Enemies; Sophisticated Deflection System; 
High-Resolution Graphics Р à 
* Replay Value: High g — 
‘ я 5 Star Wars fans aren't complaining about Jar Jar 
" phe Re Plane Binks, they're either discussing the anatomy of Admiral Ackbar, How Mace Windu 
or questioning Samuel L, Jackson's lackluster Episode | е 
Bottom Line: 9 performance as Mace Windu, leader of the Jedi Council. In a Bot His Groove Back 
рі role that mimics the inspiring role of Forest Gump's sidekick, 
Lieutenant Dan, Mace simply sat on his butt, looking puzzled 
when appropriate and adding irrelevant pointers when needed. 
The fans wanted to see him A) kick the living tar out of the Trade 
Federation, or B) spray profanity all over the place like Samuel does 
so well in every other film. Concerning Episode Il, George Lucas 
has already stated that Mace Windu will be a major player, meaning. 
he'll actually need to move and maybe, just maybe, use his Jedi 
skills. As a sneak peek of things to come, LucasArts is showing off 
Mace Windu's skills early in its new PlayStation game, Jedi Power 
Battles. We find it kind of hard to believe that Samuel can move this 
quickly, but hey, that's what computers are for. 
1 2 ) Along with Mace, LucasArts has also animated little known Jedi 
fit the end of each stage, new combos and powers Councilmen, Adi Gallia and Plo Koon. Of course, Qui-Gon and Obi- 
сап be purchased. Wan are also selectable. Following the story of Episode |, ten 
2 :Credts.O incredibly difficult stages have been forged to kick your rear over 
2 and over again. From swarms of battle droids to gigantic mecha 
bosses, the Trade Federation clearly has the upper hand in this 
game. When the player starts the game, һе or she enters as а 
newbie, lacking combo power and force abilities. By performing well 
on a stage, players earn points. At the end of the level, the points 
can then be cashed in to buy new combos, more health and Force 
power, and even new Force moves. To beat the game, and Darth 
Maul, a significant number of power-ups are needed, and yes, even 
then he's a formidable foe. 
The majority of gameplay in Power Battles relies on simple 
hack n' slash techniques. However, when enemies open fire, the 
player, if quick enough, can snap into action and deflect the bolt for 
an easy kill. To break up the monotony of non-stop warfare, 
LucasArts has incorporated a level where players ride on Staps and 
a stage where you hijack an ATT Tank. Two players can play 
simultaneously, yet like most games with this feature, teaming 
proves to be incredibly difficult. 


> STAR. WAR 


“EPISODE ue. 


TEDI PONER BATTLES 
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“Right from the Opening credits, you're J AY 
THE GONZO GAMER | 
Concept 
9:5 05 
Graphics 


happening, and that sense never 
“diminishes а Vagrant Story goe: along. 


Sound 
8.25 
of  Playability 
2 


| sort. It's heavy on the action and styled 
| more like rat Story Eve with a fantasy 
۷ 


nh к Entertainment 
219 


‘the best Sue has 6 ever p i ua 
go as far as saying that Vagral Story slays » 
Final Fantasy, but for a non-RPG player like. 8 ay 


myself, Vagrant Story is worth examining.” OVERALL 


RE 


THE RAGING GAMER 


S Concept 
‘ ic facade hides a complex backend L0 9S с 
| loaded with options galore and sophi Graphics 
| RPG play. From its limb specific fi ighting to its 9.5 
| dible weapon creation system, Vagrant Sound 


features a game design so complex it 
| leave your brain blistered just thinking LBS 
| about new things you can do. Along with this, Playability 
Vagrant Story is drop dead gorgeous. Its 9.25 
ion will make you drool like a dog — — — — — 
the cinematography is just as Entertainment 
ificent. Once again, Square has inked 9 
a Superb tensionfilled story to accompany ED 
ringer, Vagrant tory i is a work of art, and an | 1 


RPG masterpiece.” OVERALL 
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LEAVE THE BACK-FRON- 
THE-GRAVE STUFF TO 
THE FAERIE TALES... 


Because of his experience as a Riskbreaker - 
something like a medieval green beret that special- 
izes in solo infiltration missions — Ashley Riot 
becomes the prime suspect in an assassination of 
royal proportions. Players take on the role of Ashley 


ks, Taking Names 
| 
| 


Somewhere in Japan, a video game CEO is crying. He wants his corporation to expand, [ 
but it cant because Square has all the country's developers and programmers tied up for 

the next ten years. One would think Square's massive title lineup could only hurt the com- 
pany's sterling reputation for quality. Enter Vagrant Story - the game that will once more 
shatter any up and comer's hope of ever outdoing the king of console sword and sorcery. 


WE ARE FRELATES OF 
THE LORD, SCAM, 


during his visit to the deserted city of Lea Monde; a 
week before the killing in question. Through game- 
play and real-time cutscenes in which characters 
interact through comic book word balloons, the 
truth behind the murder is revealed. 


RAR HP 26/91% 


KMET: Siste EEN These 


Any] is free to roam wherever he likes about 
the immense fully 3D grounds of Leá Monde, find- 
ing keys to locked doors and climbing over obsta- 
cles to enter new areas. Not even combat automat- 
ically stops the action. When an enemy is near, a 
quick button tap draws Ashley's chosen weapon. 
One press more freezes the scene and opens a 
wireframe sphere that shows the range of his 


HEAD НР 54/71% 
TARGET: Single аа 


меароп. X enemy within range can be attacked, 

but more importantly, any body part can be singled | 
out. Hitting someone in the legs enough will lower 

their movement. A critical strike to the arm will \ 
decrease an enemy's chance to hit. Of course, 

what comes around goes around, and Ashley him- 

self is subject to the same kinds of impairments. 


SS Se EI 


es. 


This being a Square game, the main character has the 


obligatory case of partial amnesia. Rather than go up levels, 
Ashley dredges up more combat maneuvers from his cloudy 
memory as he gains experience. Known as Battle Abilities, 
players choose which skills they want (three offense and three 
defense abilities) and then assign them to specific buttons. 
Whenever an exclamation point appears above Ashley's 
head, a timely thumb twitch will cause these abilities to be 
used. In the case of offense, use of Battle Abilities allows play- 
ers to perform multiple attacks. The only limit to how many 
Strikes can be made is the player's sense of timing. Every time 
a Battle Ability is used, however, Ashley's Risk Meter increas- 


When Risk is high, chances of hitting and damage are 


drastically lowered. Only certain items and getting out of com- 
bat can lower Risk. 


“ұй Braveheart 
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Press <OK when setup is finished. 
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Scattered about Lea Monde are workshops 
| where ош hero can show his creative side. Various 
Я weapon pieces and gems recovered from felled 
| foes сап be attached to weapons; and blades, 
| shields, and armor can be combined to unveil 


| entirely new arsenal concoctions. Players can then 
| name their new item of destruction what they like. 
| If he's never encountered it before, Ashley will 


t What would an RPG be without spells? Ashley 
| slowly picks up new enchantments by finding gri- 
| moires in chests and on dead bodies. Reading 
from these books of lore adds a new spell to his 


have to learn how to use his new weapon or shield. 
The more he uses it, the more damage he dishes 
out and the better he gets at parrying. Once 
weapon mastery is achieved, Ashley will be able to 
dish out a deadly attack known as a Break Art. 
These arts are powerful, but cost him hit points and 
must be used sparingly. 


arsenal. In combat, holding L2 brings up an easy 
access menu that allows players to select from the 


25 incantations he'll eventually learn. 


PlayStation 
Review 


e Size: 1 CD-ROM 

* Style: 1-Player Action/RPG 

* Special Features: Dialogue Balloons; 
Assemble & Name Weapons; Hit Locations; 
25 Spells; Risk Meter; Box Puzzles; 
Selectable Attack Chains & Defense Moves; 
Dual Shock & Analog Compatible 

* Replay Value: Moderate 

* Created by: Square Soft 

* Available: May 16 for PlayStation 


Bottom Line: 


| (RISK ZERO 


4 


To find unexplored areas, many puzzling situ- 
ations must be overcome. Most of the time, this 
involves Ashley finding a way to stack things cor- 
rectly. Stones must be rolled and boxes must be 
ifted to reach nooks and crannies. Pictured here, 
our hero stacks boxes to reach a lever that 


unlocks a door for but a few seconds. 


In most menu screens, players will soon notice a 
quickly ascending timer. In the Score section, it 
records of the amount of times the game has been 
completed and how quickly its been completed are 
kept. Just finishing the game once is a task of at least 
20 hours. What secrets await the second, third, and 
fourth time around? 


| 
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Playstation 
Preview 


Size: 1 CD-ROM 
Style: 1-Player Action 
Special Features: Large 3D Environments; 
Wall Crawling; Web Swinging; Spider 
Sense; 3 Web Weapons; Classic Spidey 
Self-Expository Voice-Overs; Foes Include 
Scorpion, Rhino, & Venom 

Created by: Neversoft for Activision 
Available: Summer 


65% Complete з 


THE ORIGINAL WORLD WIDE WEB 


e can spin a web, any size, and catch thieves just like flies, 

but not since the 16-bit days has Spider-Man swung on over 

to a home console. Thanks to Neversoft, ol’ web-head will 

debut on PlayStation, followed by Nintendo 64, this summer. 
Using the versatile Apocalypse engine that made Tony Hawk fly high, 
Spider-Man has never looked better. 

For the first time in video games, Activision is taking Spidey to 
the third dimension. Many of the game’s adventures take place on 
the rooftops of New York City. Not only can players have Spidey 
crawl down the side of a building, they can also have him leap off a 
ledge and swing on over to a neighboring skyscraper. When the 
| action transpires indoors, the title's limitless free-roaming aspects 
really shine through. Spider-Man can climb on the walls, slip through 
ventilation shafts, or stick to ceilings, literally getting the drop on 
unsuspecting foes. Many objects can be lifted and thrown. In fact, 
sometimes the wall-crawler is required to use his proportionate 
` spider strength to heave a heavy object out of һат’ way. 
Spider-Man can swing around all he likes, but when it comes to 
| slinging webs at enemies, there's a limit to how sticky he can make 
the situation. Spidey starts out with a few web cartridges, but 
after that it's up to him to find more scattered about the levels. If 
necessary, players can switch to a first-person view to pinpoint a 
place or person they'd like to shoot webbing on. He can wrap up bad 
guys and leave them for the police to find, or if he's feeling spunky, 
shoot a web ball, make a protective web dome, or make web spikes 
to add oomph to his punches. 

All these gaming elements are 
combined with a style lifted 
straight from the four-color pages. 

Super villains with insane plots have 
to be thwarted, cutscenes are laced 
with dialogue that would never be spoken i 


the comic book? Well, have you seen some of t 
Marvel's put out lately? 'Nuff said, true 
Excelsior! 
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у Rhino pounds down Spider-Man. 


Playstation 
. Preview 


* Size: 2 CD-ROMs 

* Style: 1-Player Action 

* Special Features: Includes Original Strider 
Arcade Game; New Plasma Power & Wall 
Dash; 5 Stages With Multiple Bosses; End 
Level Ranking System; Play as Hien 

* Created by: Capcom 

* Available: June for PlayStation 


>. » 

411 Years in the Making 
Capcom has more lethal weapons in its possession than the United States has Patriot Missiles. Direct hits 
have been fired time and time again with nuclear warheads bearing the names Resident Evil, Street Fighter, and 

Mega Man. If you were to explore Capcom's headquarters, you'd stumble upon a secret bunker covered in cob- 
webs. Inside, another series of powerful bombs awaits. Strider, Bionic Commando, 1942, Ghosts ‘n’ Goblins...all 

huge hits...all forgotten. Why Capcom waited so long to release another Strider, we'll never know. It's good to 

| have Mr. Hiryu back in action, and as always, Capcom has rolled out the red carpet for this mighty hero’s return. 
| Along with the new Strider 2, Capcom is including the original arcade game in the package as well. 


80% Complete 


Strider 2 ене | | | | Strider 1 x Ж = i Strider 2 

Bosses | Gameplay 
Continuing the tradition of taking your breath away with each boss | Bearing the same gameplay mechanics as the original game, Strider 2 
encounter, Strider 2 features some of the most impressive enemy | is a ferocious sidescroller that continually throws new challenges at the 
encounters to date. In Hiryu’s world, size does matter. gamer. Wall and ceiling dangling still play a large role, as does harrowing 


platforming. Since this title originated in Japanese arcades, the quest 
does tend to be rather short...but alas, many secrets are hidden within and 
serve as rewards for performance. 


Strideri f Strider 2 


Story 


The majority of Strider 2 has evolved greatly si since the original sucked. our : 
lives away. Unfortunately, the storytelling is still of minimal significance. | G hi 
Short still-frame scenes bring to life what little story there is after each = E rap Ics 


Bearing his new Marvel Vs. Capcom look, Strider Hiryu blends into his 
new environments perfectly. While mostly a 2D endeavor, Strider 2 does 
touch on the third dimension. Enemies buried within the background can 
fire upon Strider, and at times, boss battles span across a 3D terrain. As you 
will see, the effects and models in the game are brilliantly composed. 


| Strider 2 


w TTT еб mu. 
SCORE 00014600 


(нех 


New Features 


Hang with his new moves, 
Strider will have to tackle new envi- 


Hien New Powers | i. TN ГЕ ronmental hazards like blowing 
5 m | 2%; 2 winds and reversed gravity. If you 
Players can unlock and play | Being locked i in a closet for years | I Г a) thought the game was tough 


as Strider’s adversary Hien. He | on end has aggravated our sword- 
moves just like Strider, but | wielding friend. He can now unleash 
one-ups our hero with the ability to | a fiesta of blasts, and when attached 
throw projectiles. 1 to walls, he can push off and dash. 


before..just wait ‘till you play it 
upside. Gowns 
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PlayStation 


Preview 


* Size: 1 CD-ROM 

е Style: 1-Player Action/RPG 

* Special Features: 2 Playable Characters 
(Mint & Rue) With Differing Quests; Mint 
Uses Magic Spells; Rue Transforms Into 
Monsters; No FMV; Dual Shock & 
Analog Compatible 

е Created by: Square Soft 

* Available: July 18 for PlayStation 


80% Complete One Spunky Girl 
& A Mysterious Boy 


Very often designers of role-playing games scatter little secrets and hidden scenarios 
about their games hoping to add replay value for those obsessed with absolute completion. 
This strategy works on some, but many just want to beat the crap out of the last boss 
апа get on with their lives - or try another RPG and get on with somebody else's life. 

Square's Threads of Fate, known as Dew Prism 
in Japan, tempts replay beyond all others with 
not just two different quests, but two entirely different 
characters to play. с : “Run, Crash...uh, | mean Rue.” 
Both Mint and Rue are after a mysterious relic, 
but their reasons for desiring it are polar 
opposites. Mint believes the relic will give her great 
power, allowing her to rule the world and get revenge 
on her family. Rue believes the relic will allow him 
to resurrect his dead friend, Claire. Mint and Rue’s 
powers are also as different as could be. Mint 
has a veritable arsenal of spells - seven spell 
categories with seven spells in each - that she 
learns bit by bit as the game progresses. Rue 
has no spells at all, but after he kills a new type 
"GONE Жетен of monster he gains the ability to transform into 
RUM it. The four most recent beasts he's run afoul of 
j remain in his memory, some of which have special 
attacks that use the magic points he would otherwise 
have no use for. 

With Rue and Mint going after the same item 
it's no surprise that no matter which of them you 
choose to play at the beginning of the game, the 
places they explore will be identical. How each 
goes about surviving, however, can be completely 
opposite. For example, in one puzzle both 
characters are told to "Face the gargoyles." For 

: Mint this means she has to face an entire gargoyle 
Mint has many ре! she с hoard. For Rue it means he must defeat опе, then 
aia SIS jump onto a pedestal and 
transform into a gargoyle opposite 
a similar-looking statue. 

Despite their differences, 

Rue and Mint do share 

many similarities. The more 

they use magic, the faster 

their magic point maximum 

increases. The more 

characters get hit, the 

tougher they get (of course, 

if you get hit too much, you 

die). But Mint and Rue’s 

biggest resemblance is that 

players will have to at least 

give both a try in this cleverly 

put together action/RPG. 
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-Legend of Mana is the long awaited follow-up to the Super Nintendo classic, Secret of Mana. Before you jump out of your seat 


and hop around like a bunny on a caffeine high, we have some bad news to report. In Japan, Secret of Mana bears the name 


Seiken-Densetsu 2, and Legend of Mana is entitled (brace yourself) Seiken Densetsu 4. That's right, Square Soft opted to NOT 
bring the SNES follow-up, Seiken Densetsu 3, Stateside. Pain in chest... can't breath... losing vision... 


At the start of the game, the player 
must choose from one of two different ре! 
sonas. Both characters are nearly identical 
in ability and skill. The only noteworthy dif- 
ference is gender. 


World Crea 


In Legend of Mana players have the 


chance to sculpt their own interactive 
world. First, you'll need to pick-a plot of 
land (pict 1), then you'll need to place the 
zones (pict 2). By placing certain zones 


next to one another, you may change afew | 
important things. For example, shops may | 


Another major change to this. exciting 


|. franchise is the loss of exploration. All of 
| the Zelda-like world walking is gone and 
| replaced by non-interlocking zones and an 
overhead map. Like any good RPG, this | 


one delivers a ton of character interaction 


| and item management. 


The TEE is “stil delivered in п Teal- 
time, but even so, many. changes have 
been implemented. Enemy encounters are 
no longer random, and if you backtrack, 


| they'll continue to regenerate. With the 
| Action Edit System, tons of spells and spe- 


cial moves can be performed. By standing 
still, the player will slowly heal. 


provide more powerful weapons, and dun- | | 


geons may possess stronger enemies. 


Multiplayer 


Just like in Secret of Мапа, multiplayer f- 


is available — allowing two players to 


PlayStation 
Preview 


* Size: 1 CD-ROM 
* Style: 1 or 2-Player Action/RPG 
* Special Features: 2 Different Characters 


(1 Male, 1 Female); Tons of Supporting 
NPCs; Complex World Creation; Action 
Edit System; Real-Time Combat; 
Simultaneous 2-Player Action 


75% Complete 


| 


adventure simultaneously. With ten differ- | 
ent NPCs constantly joining you for a | 


quest, the second player is always. in 
action. A separate save file can also be 
used to load the main character from a dif- 
ferent quest into a friend's game. 


. Action Edit System | 
Secret of Mana's simplistic ring menu 


system is history. With the new Action Edit 
System, an infinite amount of combat pos- 


sibilities await. Almost every item or | 


| weapon can be tweaked to your liking. 


At the end of each zone; a huge hand- 
drawn boss awaits. Even though many of 
them look cuddly and extremely cute, 
these creatures can never be trusted, as 
they'll suck away your life faster than 
George Forman can scarf down a plate of 
burgers. Bosses are meant to add chal- 
lenge, and thats just what they do in 
Legend of Mana. 


* Created by: Square Soft 
* Available: June 13 for PlayStation 


By gaining levels or compen tasks, 
new powers can be earned. The player can 
then set these awesome attacks to their lik- 
ing on the shoulder buttons. 


If the main quest gets too harrowing, a 
number of additional options await. You 


~ can raise pets (like the cactus creature pic- 


tured above), grow fruit, create original 
weapons and armor, and even design your 
own musical instruments. 


nd in secret 
2 edmirers of her work. 


In the library, files containing information 
on every character you've met апа every 
town you've explored can be ue: 
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For the second time running, Ridge Racer has accompanied the PlayStation on its Japanese launch. /ears ago, the original Ridge Racer sped to fame . 
on the PlayStation, and now the latest incarnation, Ridge Racer V, is lighting. itup- on the PlayStation. idered to be the premier PS-2 launch game, Ridge 
Racer V is a graphical god, displaying incredible vehicular detailing while pounding out millions of polys at break-neck speeds. As for the overall design of 
the game, this is the same Ridge Racer you know and love. This sequel may not push the series to "dr m but it does show off what the PlayStation2 

г , launch title. 


SUR 
UA 3 
: 9 
Replacing Type 4's racing beauty, Reiko Nagase, is a gorgeous gal who goes by the two letter name, Ai. To kick s y à le) 
off the 128-bit racing experience, Ai struts her stuff during the graphically intensive real-time intro. ics : 4,294. 
Set up almost identically to Ridge Racer Revolution, 
CAR EDIT this sequel features a Grand Prix and Time Trial mode. 
If you're good enough, you'll: also unlock several new 


time on a track, you'll enter an awesome head-to-head 
rival race. 


Rocco mast ion 
FOA UICBIDNCST -5025- 


-Just like in Gran Turismo; the replays in Ridge Racer V 
are very cinematic and loaded with tons of 
mera options. ——- 


Along with a series of different hubcaps and rims, the 
ely change the colors and patterns of any 


USIC PLAYER 


- Buried у 
=one-of these harrowing courses are set inside the 
—eity limits. Just tike the previous Ridge Racer 


GRADES 


no.25 ҒЗ R.T.SOLVALOU 


atanca BSD кө 


VIEW ENGINE 
(PRESS START FOR CEO - 


with a new car, which usually Tus a var 
the-six existing models; and sometimes, a powerful 
new engine is unlocked as well. 


The PlayStation? | isa Eum machine, but as you 
can see from the two-player shot, Namco was forced to 


add a considerable amount of fog to hide pop-up. - 


Thankfully, the framerate is perfect. 


POWERSLIDES 


аво а Sh | ; 


Oy ay » 
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PlayStation n2 
Preview 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: 7 Tracks; Classic 
Powerslides; Grand Prix & Time Trial 
Modes; Rival Races; Car Edit; Trophy 
Room; Music Mode; Incredible Lighting 
Effects & Reflections; Negcon & Jogcon 
Compatible 

* Created by: Namco 

* Available: Now in Japan for PlayStation2 
(U.S. Release Pending) 


70% Complete 


VEHICLES 


Алде дзэ 
| 
Harte | потеет 
ЕГЕТ 


VURUZZSWHCUSUOG. BARELRUE 
E ADE ESSER SI 


Овинев: OK | X Button: Cancel. 


Under the stylish modeling of six fictitious car 
manufacturers, the vehicles of Ridge Racer roar with 
amazing realism. Once again, Namco has plastered 
decals of Pac-Man, Xevious, and Galaga all over these 
hot rides. 


LIGHTING 


4а жаз ез 


* Size: 1 DVD-ROM 

* Style: 1-Player Role-Playing Game 

* Special Features: Summon Demons, 
Dragons, & Elementals To Join Party; 3D 
Engine With Complete Camera Control; 
Large Variety of Spells, Weapons, & 
Monsters; 5 Character Parties 

* Created by: Volition for THQ 

* Available: Fall for PlayStation2 


50% Complete 


It can't be said for sure, but it looks like Summoner is 
slated to be a launch title when PlayStation2 comes to the States, which is rather weird when you 
think of it. Made by the same team that put together Descent and FreeSpace for the PC, 
Summoner is a console role-playing game made in America for American consumers. For once, 

maybe the Japanese will have to ponder the obscure 

meanings of jokes lost in translation. 
If an RPG can be judged by how epic its quest is 
and how bizarre the names of its locales, then 

Summoner is going to be a winner. A young neophyte 

named Joseph is urged by the elderly Yago to seek out 

rings forged long ago by the ancient Khosani. 

Summoners who held these rings were able to chal- 

lenge gods in the days of yore, and perhaps the rid- 

dle of where Summoners gain their powers is held 
. within them. Joseph will need to gather his friends 
and travel to such remote places as the lost empire of 

Ikaemos, the island monastery of lona, and the forest 

labyrinth of Liangshan to find the objects of his desire. 


The game is played from a third-person pore 


tive with the camera normally trailing the main char- 
acter from on high. Whenever necessary, players 
can take complete control of the game camera - 
zooming in, panning down, rotating around - to 
admire the expansive 3D world that Volition is 
putting together. Placing a heavy focus on expansive 
environments, players will be Взе just walking 
. around the game's deep forests, vast dungeons, and 
sprawling cities. 
As you may have guessed from the name, sum- 
moning things to join your party is an integral part of 
Summoner. Up to five characters 
or creatures compose a grou 
that takes part in the game's “eel 
time battles. As in Diablo and 
Baldur’s Gate, once a Pay 
member is instructed to attac 
enemies in a certain way, he or 
she will continue to do so unless 
the player decides it’s time for a 
tactical change of pace. 
Volition has a grand vision for 
Summoner, and the team has 
been slaving away on this title 
for quite some time. If the 
PlayStation2 delivers the requi- 
site power to encompass this 
gargantuan adventure, Japan 
may just have a little something 
to worry about. 


y= STREET - Playstation? 


MENEKA Nm 
“ЖС Preview 


* Size: 1 CD-ROM 
* Style: 1 to 4-Player Fighting 
* Special Features: 5 Combatants; Advanced 


Ken, Edit Character Mode; Tons of Multiplayer 
Ryu, & Modes; Dramatic Battles (4-on-1); Dual 
Player Attacks; Enhanced Character 
Blanka Detailing; 3D Backgrounds 
Too! * Created by: Arika for Capcom 


* Available: Now in Japan for PlayStation2 
(U.S. Release Pending) 


70% Complete 


Notorious for releasing tons of updates and so-called 
sequels of Street Fighter games, Capcom has somehow 
managed to piece together Street Fighter EX3 for the PlayStation2 
launch. This fighter hit the market only months after the 
PlayStation debut of EX2...a game that America will be able to bask 
in the light of very shortly. As for EX3, Capcom anticipates that it 
will be available at launch time. 


The most lethal move in the game is ‘the 
Double Team. By performing a specific 
move, the tag partner enters, the back- 
ground whirls with psychedelic colors, 
and both teammates unleash a series of 
devastating combos or specials. 


The new tag aspect adds a ton of 
additional depth to the already deep 
Street Fighter formula. Arika has 
also included medals. By performing 
specific feats, you’ll unlock a medal 
(ranging from bronze to platinum). 
These medals unlock even more 
secrets. 


MASAAKI Ta 
8n 49۸ 


From well-known classic Street Fighter combatants to familiar EX staples, this 
fighter has a large palette of characters - 25 to be exact. While it is a tad dis- 
appointing that the game only features a couple of new faces (Ace and Kairi), 
it is nice to see many of the characters sporting new moves. Most of the exist- 


ing moves have been touched up with new effects. 


Final suge Team Battle 


i 
RANK GOLD | 


After beating the game, a hilarious bonus E E 


sequence appears as the credits roll. 
Endless streams of enemies appear, all 
going down with one hit. The goal is to 
rack up as many kills as you can before 2 
the credits end. What secrets await? In this unique mode, players assume 
the role of EX newbie, Ace. This Rival 


e EI AMI M E E E Schools-esque character starts out 
| This time around, the single- player mode i is | very unique. Each stage comes to without any special moves. By com- 


life with a different dramatic battle (one-on-three, two-on-two, etc.). After pleting challenges like a three-hit 
beating opponents, you'll have the choice to ask three of them to join your combo, or blocking a specific move, 
team and helpi in the fight against M. Bison. players will earn experience points. 


With these points, special moves can 
be purchased. 


EX3 features all new arenas, new 
effects, and higher resolution, yet the 
character models are still the same from 
EX2. Other than flowing garb and hair, 
the animation is identical to the previous Capcom has always rewarded players well for performing match-ending 
EX games. special moves, yet EX3's finishing sequences may be a little over the top. 


ystation2 


* Size: 1 DVD-ROM 

* Style: 1-Player Strategy 

* Special Features: Real-Time Battles; 
Historically Based; Detailed Story; Tons of 
FMV & Real-Time Cutscenes; Extensive 
Voice-Overs; Camera Angle & Zooming 
Control 

* Created by: Koei 

Available: Now in Japan for PlayStation2 
(U.S. Release Pending) 


65% Complete 


Field Maneuvers 


Based in the history of feudal Japan, Kessen’s story advances regardless of 
whether you win or lose battles. Before a skirmish occurs, a narrative voice 
explains the situation to you as pieces move across a map. Once the setup has 
been explained, players are brought to a high view of the battlefield. It is from this 
perspective that most maneuvers are decided upon. Once two warring factions 
Collide, players have the option to zoom in and take a closer look at the action. 


Player’s Choice 


The first battle of Kessen is jg 
basically a walkthrough, with most 
moves recommended by the 
computer. After this, though, it's 
up to the player to decide which 
strategy each army should | 7 
employ. Tactics range from the | 

simple (charging into the enemy), | 
to the devious (setting up a line of 
pikemen to fell oncoming cavalry), 
to the obscure (doing a taunting 
dance to lower enemy morale). 


Koei is notorious for making strategy games with so many micro-management options that reading through the 
thick game manuals twice is a necessity before even thinking about picking up the controller. With Kessen, the 
company's four million dollar premier on PlayStation2, Koei has taken a different approach. Not wanting its 
expensive baby to be given to a "niche title" label, Koei made sure that Kessen was a graphically stunning strategy 
title that most anyone with a little war gaming knowledge could pick up and play right out of the box. 


War isn't pretty, but when enemy groups meet in Kessen, it's a beautiful sight. 


Up Close & Personal | 


If players have the time to spare during the real-time battles, they can zoom in 
to watch their cavalry mercilessly run down fleeing infantry, or view cutscenes 
where rows of cannons fire into archers with devastating results. Although the 
Scenes do repeat, there are always differences in camera angles and 
backgrounds to continually spice things up. 


A Big Staty | 


Between every battle, the tales of the war unfold. The generals of the player's 
armies are the main stars of these scenes. Conferences around a battlefield 
map, tales of past meetings with the 
enemy, and omens from the heavens 
are just a few of the things to absorb. >. 
Our inability to speak Japanese ^ 
fluently hindered our understanding ; 
of what exactly was going on, but we > 
do know that this is definitely Koei's 
most story-driven title ever. 


Playstation2 


Preview 


* Size: 1 DVD-ROM 

* Style: 1-Player Role-Playing Game 

* Special Features: Complex Item & Ring 
Management; Day-To-Night Changes; 
Huge Dungeons; Character Interaction; 
Missions; Real-Time & FMV Cutscenes 

* Created by: CSE Division/From Software 

* Available: Now in Japan for PlayStation2 
(U.S. Release Pending) 


Cloned after King's Field and Shadow nis From Software's first PlayStation? release, Eternal Ring, is yet another 
first-person dungeon crawler. Although the games are not critically acclaimed, RPG fans have taken a liking to From 70% C | t 
Software's slow moving, and often plotless, Dungeon & Dragons-like adventures. Eternal Ring follows suit, delivering 0 omp e e 
sluggish gameplay and a plot so thin it makes Ally McBeal look like Fat Albert. No word has been given yet, but don't be 
surprised if someone ports Eternal Ring for the U.S. PlayStation2 launch. 


CHARACTER - 17 COMBAT 


ss OS CEE ESSA With the power of PlayStation2 deliv- | Using a set of controls similar to 


While the plot is nearly transparent, | ering phenomenal ring, From | Doom, Eternal Ring’s combat is real-time. 
the player wil stil need to talk to vilagers | боме aiso Fd seta ral | Attacking consists of a sword-swipe and 
to find out the next objective. Some NPCs | time and EMV cutscenes into the mix. The | spell casting. Learning how to dodge 
also ask that missions be completed. | раг at the bottom of this page shows a | enemies via strafing and backpedaling is 
Some of these assignments handicap the | dragon battle, and the shot above shows | the best strategy, and is often required. 


player. For example, when you must areal-tim Ет en 
explore a dungeon without a sword арар ola new enemy encounter: 


Se EBLE 


RSA ED APSR TT 


Just like our precious planet, the 
world of Eternal Ring features day and 
night changes. Through three cycles 
(day, evening, night), different events and 
creatures become available. Village folk 
lock their doors at night, and the plains 
are monster free during the day. 


т FIRE 
© EARTH 
f£ ino 


MANAGEMENT 


For a game that is so simple in | 


Us песа design, Eternal Ring's menu system is 
Shadow Tower was pretty pathetic. With quite complex. As its name suggests, 


a faster machine, From Software was i tings play a huge role in the game. 
able to create more diverse creatures that | E E 

feature more articulation. Some monsters | 11009 a system similar to the Materia 
even attack in packs like hungry wolves. in FF VII, elements unleash new elemen- 


ey The majority of the play ir in 
Ring takes place in dungeons. Along with 
sinister booby traps that will end your 
game with one false move, each dun- 
geon is equipped with exclusive mon- 
sters and bosses. 


05, 
сап unleash а wide атау of different 
spells that will inflict serious damage 
upon all who dare to oppose. 


Dreamcast 


Review 


* Size: 1 GD-ROM 

* Style: 1-Player Role-Playing Game 

* Special Features: 6 Playable Characters; 
Adventures in Various Time Periods; Random С 
Dungeon Generation; Capture & Train 
Monsters for Combat; 6 Downloadable VMU 
Minigames; Jump Pack Compatible 

* Replay Value: Moderately Low 

* Created by: Climax for Sega 

* Available: Now for Dreamcast 


Bottom Line: 6.5 


own, and the few that it does have are neither 
expansive nor groundbreaking. Call Sega's first 
, foray into fantasy land what you will, but the one thing 
you cannot say about Time Stalkers is that it's unoriginal. 
As a warning that reading is dangerous, the game 
opens with the main character - whose name, Sword, says it all - 
1 finding a mysterious tome. Upon flipping through a few of its 
, magical pages, he finds himself transported to a place like no 
other. Pockets of land swiped from various worlds and times have 
been pieced together, forming a community more culturally 
| diverse than New York City. It isn’t long before Sword acquires а 
pink goat-person for a butler, meets a rabbit-man with one eye, 
and chats with a Yanomami tribesman. As the game progresses, 
chunks of land from places like medieval Europe and 1980's 
Japan begin appearing. It's up to Sword to put everything in 
; its place. 
| Pretty much every pilfered plot of land has a dungeon that 
' needs exploring. These labyrinths are randomly created, so 
æ players will never know what to expect around the next corner. 
Combat is your standard turn-based sword and spell affair, but 
_ With the option to capture monsters rather than kill them to add 
, variety. If players succeed in trapping a beast, they can later opt 
| to release it and have it join them, going up levels and gaining 
| abilities just as a character would. 
Going up levels in Time Stalkers not only earns more hit 
1 points, but allows characters to carry more items and learn new 
| Skills. Assuming all goes well in Sword's first adventure, by the 
end of the first dungeon, he'll have gained quite a few levels. It 
| may then come as quite a surprise for players to find that upon 
j| entering a second dungeon they are again at level one. Did you 
' suffer a weird VMU error? Nope. In Time Stalkers the only thing 
characters and monsters retain for the long term are the skills 
=| they picked up. Thus, a player's goal for each exploration should 
| be experimenting with raising different abilities and training new 
| monsters to see what new skills surface. 
| Dreamcast’s promise of innovative gaming experiences is 
certainly fulfilled with Time Stalkers. However, such a jarring 
| departure from the norm may leave some gamers longing for 
| simpler times. 


| D reamcast doesn’t have all that many RPGs to call its 


Sword has a few devastating 
spells at his disposal. 


Captured monsters canbe ` 
made to fight at your side. 


You better buy some batteries. Time Stalker's sik 
inigames will keep your VMU. ing all d 


h You never know what Kind EE 
of place will pop up next. 2 
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How То Lose Levels & 
Feel Great Doing It 


ANDY 


THE GAME HOMBRE 


Concept 
6.5 


Graphics 


7.25 


Sound 
6. 


Playability 
7.25 


Entertainment 


6.25 


OVERALL 


THE GONZO GAMER 


Concept 
5.5 


Graphics 
8 


Sound 
7 


Playability 
5 


Entertainment 
5 


REINER 


THE RAGING GAMER 
Concept 
5 


Graphics 


6.75 


Sound 
8 


Playability 


Entertainment 


OVERALL 


“Time Stalkers isn't exactly the epic RPG 
Dreamcast players have been waiting for, 
but it is a decent RPG experience. On the 
minus side, Time stalkers is a dungeon 
crawler like Ubi Soft's Evolution. On the 
plus side, Climax added a number of extras 
like the ability to capture monsters and 
then use them in battle to spice up the 
action. Does this make the game a truly 
amazing RPG experience? No. Does it 
make the rather lame story any better? No. 
Did it keep me entertained for a number of 
hours? Yes. And that is basically what Time 
Stalkers has to offer. Sit with it for a couple 
of hours, capture some monsters, kill 
some bosses, and then go restock in town 
to get ready for the next adventure. Just 
don't expect to be blown away, and Time 
Stalkers will keep you busy until they final- 
ly put out a real RPG on Dreamcast." 


"Time Stalkers does a few things that no 
other role-playing game has ever done. 
But there’s a reason these things were 
never done - they're stupid. Having to 
start over at level one again and again 
completely diminishes the player's 
sense of accomplishment. It’s hard 
enough for me to accept that going up. 
levels allows me to carry more items 
(higher Wisdom brings me better pocket 
management skills?), but having to go 
back to carrying only four items after you 
collect all this cool stuff just plain sucks. 
To top it off, the game is pretty easy and 
I'm convinced could be finished in a 
weekend. | give props to Climax for hav- 
ing so many VMU minigames, but when 
you'd rather play them instead of the 
Dreamcast game they came with, you 
know something's wrong." 


“Time Stalkers appears to be nothing 
more than a poorly regurgitated version of 
Evolution. The randomly generated dun- 
geons are nauseating, the combat is 
incredibly basic, and the storytelling. is 
seriously whacked. Climax also reached 
into the pits of hell and extracted the 
worst character name of all-time. Players 
assume the role of a boy named Sword. 
What the @!$*!!! Sword’s obscure dia- 
logue and hatred for others kept me going. 
To be dead honest, he was the only reason 
why | continued playing. This RPG's high- 
lights are slim in number, its quest ends 
rather abruptly, and whoever designed the 
gameplay should be fired. Some of the 
material, like restarting at level one, is just 
idiotic. After playing for a few hours you 
can see why Sword is such a jerk. His 
game sucks, and he knows it.” 
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A section of the game called Carrozzeria reveals one of Sega GT's most | ZUBS° cancer E Жалған | торса 


interesting modes. After earning enough money, players сап go into Ж | еа | терес 
| FO feat te eect 25504 


Carrozzeria to access the Factory mode. Here you first pick the engine size 
and then choose engine type, engine layout, drive train, body type, 
and color. 

At first, there are only two engine sizes and four body styles available. 
Through further competition in other modes, new and sleek styles of cars 
will emerge. Ultimately, there are over 30 body types available. 


FACTORY fFacrory 
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Big Maneg, Big Prizes: License / RACE J iti 


тенген 

The object of the game is to race, win, and then use the cash prizes to 
upgrade your car’s performance or just buy a brand new car. The racing is divided 
into three categories. The first section that you will want to conquer is the Driver 
Test. The Driver Test is split into four classes and consists of a choice of five 
different tests. Completing just one of the five races will constitute passing the 
test, thus giving you the Driver License and opening the next class. The Driver 
Test also includes the Works Cup which is a culmination of perfecting the 
Driver Test. 

After some time with the Driver Test, most players will spend much of their PRIZE MONEY 
racing time in the Event Races. A huge selection of single races and other multi- | S н 
race circuits аге in this mode. Earning victories and the accompanying cash is (UDINE 
Slow at first, but as you complete various races you will be awarded with AE ڪڪ‎ 
sponsors. These sponsors will then add bonus money for victories. The more ANAL SHEE RAK 
sponsors you have, the more bonus money you earn. The Event Races also 209.090 299.099. 
includes the very addicting drag races. Calbee 

Lastly, there are the Official Races. These races are the most challenging, but 200,000 200,000) 
also provide some serious cash for your coffers. 


TOTAL MONEY 
39.040.000 
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Race session 


CAR UST 
GUENT RACE 1.0 REST 15 


ana 
‘OPEN RACE 


QUALIS нато, 
AP 2 


3 ін Y 
Skip QUALIFY $. N9 TRUENO 
SET UP Am 
PRACTICE 8. MS PULSAR 

MSP 


EXIT е 


% өре AHO 


AFD RX-1 A- sp, 151/0000 


; 15 s АЙ M E 
Although Sega GT doesn't benefit from authentic race |j ; > eem Previeu 


courses, the game does feature 10 beautifully designed 
tracks. Varying from the typical oval speedway to more 
intense road circuits, Sega GT's courses will take plenty of 
time to learn and master. In addition, each course can be raced 
in reverse. If pure acceleration and speed are more to your 
liking, Sega GT also has two drag strips. 


* Size: 1 GD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: Over 130 Cars; 12 
Courses Including Drag Strips; Car Create 
Mode; Driver & Factory Tests; Tons of Car 
Tuning Options; VMU Minigame; Save 
Replay to VMU 

* Created by: Sega 

* Available: Summer for Dreamcast 


90% Complete 


TOTAL RECORD : 
Do you want to put a super charger on an engine or just a turbo? How about ҚЫЗЫ 
tweaking the individual gear ratios? There are a wealth of available parts and 0101805 
settings for racers to modify and adjust. Sega GT offers a gear-head the ability to us 
set up a car's performance for various course conditions. These modifications 
come at a price, and your money will quickly dwindle as you try to make the car as 
fast as possible. Be careful, as too much fiddling can be detrimental to the car's 
handling and acceleration. 
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A 128 block minigame can be downloaded to your VMU. While it is 
nothing near the racing experience found in the actual game, the 
minigame is fun for a few laughs. You take on the role of a racer with 30 
days until his big day. Through a selection of various tasks, you build up 
your racer's attributes through workouts and hard labor. You must also 
rest this little fella or he'll need to recuperate in the hospital. 


. Over the last few years, racing game developers have attempted to pack as 
many cars as possible into their virtual garages. Sega has done the same with this 
game. With over 130 cars, as well as the multitude of cars that can be constructed, 
Sega GT's stable of vehicles is more than ample. Divided into four classes, the cars - 
range dramatically in their performance and engine sizes. Cars from eight of 
Japan's biggest auto-makers include rides from such names as Subaru, Toyota, 
Honda, and Mitsubishi. 
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Nintendo 64 
by Reiner, The Raging Gamer 


* Size: 256 Megabit 

* Style: 1 to 4-Player Sports 

* Special Features: Season, Spring 
Training, & Home Run Derby 
Modes; Ejections; Multiple Bean 
Ball Animations; Stat Tracking 
Galore; Expansion Pak Compatible 

* Replay Value: Moderately High 

* Created by: Acclaim Sports 

* Available: Now for Nintendo 64 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 


Nintendo 64 


by Reiner, The Raging Gamer 


* Size: 256 Megabit 

Style: 1 or 2-Player Action 

¢ Special Features: Arcade, 
Training, Commander, & Pilot 
Modes; Deathmatch, Racing, & 
Strategy Multiplayer Modes; 
Command Offensive, Defensive, 
& Utility Units; Build New Units; 
Eject From Any Aircraft 

* Replay Value: Low 

* Created by: Climax for Crave 
Entertainment 

* Available: Now for Nintendo 64 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Ше: Э. 25 


Nintendo 64 


by Jay, The Gonzo Gamer 


* Size: 128 Megabit 

Style: 1 or 2-Player Racing 

* Special Features: 13 Tracks; 13 
Boats; Booster Power-Ups; Hidden 
Shortcuts; Incredibly Annoying 
Announcer; Rumble & Controller 
Pak Compatible 

* Replay Value: Moderate 

* Created by: Eurocom 
Entertainment for Midway 

* Available: Now for Nintendo 64 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 
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Other than the All-Star Baseball series, Acclaim's 
highly touted Nintendo 64 sports line will go 
down in history as a big fat failure. Football 
deteriorated into an ugly witch, and the ever- 
changing basketball line couldn't get its feet off 
the ground. Baseball on the other hand, has 
been Acclaim's strong suit. Despite numerous 


bugs that worked their way into the finished $ 
product, All-Star Baseball has been the king of й 


Nintendo 64 baseball. The look of the game is in 
a league of its own, and the gameplay has been 
very responsive and easy to grasp. This year’s 
version falls into the line of a quick update. Not 
much has changed since last year, but it really 
didn't need to. The play is still entertaining and 
the Season mode is superb. New features 
include the ability to get ejected and, of course, 
new animations and updated rosters. For 
enthusiasts, | recommend All-Star Baseball. The 
stat tracking and fantasy options are 
phenomenal. Just let it be noted that this engine 


is starting to show its age. Nothing flashy this 7 


year - just a decent baseball simulation. 


Crave must not have done any focus testing 
with this title, because | find it hard to believe 
that a group of people, let alone just one, 
would find this game even remotely 
entertaining. Battlezone is nothing short of evil 
inits purest form. As you can see, the graphics 
are ghastly; and if you were to play it, you'd 


find the gameplay even more chilling. From y 


the vast number of options and gameplay 
techniques, | truly believe that the 
development team tried to make this game the 
ultimate hovertank simulator. If developed 
correctly, it could have been a Command & 
Conquer meets BattleTanx type of game. As 
we all know, ideas only go so far. To make a 
game, you need artists and programmers as 


well. Through extensive play, | learned that § : 
Battlezone must not have had either. It's not § 


fun. It's not cool. It just frustrates. Stay 
away...far away. 


VATO Thunder 


e» 44 


— % 


Hydro Thunder on N64 certainly looks lovely, 
but in one-player it feels like you're navigating 
rivers of corn syrup rather than water. Two- 
player, however, feels like you're riding on a jet 
Stream since there are only two boats to track. 
Odd. | was hoping that with the N64's limited 
sound capabilities | would be spared the 
announcer's reiterations of my selections. Alas, 
this was not the case. Still, not a bad game with 
the volume down. 


Nintendo 64 


by Paul, The Game Professor 


* Size: 128 Megabit 
* Style: 1 to 4-Player Sports 


* Special Features: Commentary by 


Tiger Woods; 9 Modes of Play 


Including Skins, Practice, & Career 


Mode; Equipment Upgrades; Mark 
O'Meara; Power-Ups; Rumble 
Pak Compatible 

* Replay Value: Moderately High 

* Created by: Saffire for Electronic 
Arts 

* Available: Now for Nintendo 64 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment 


Bottom Line: 7. 25 


Like its PS-X counterpart, CyberTiger doesn't 
come close to Mario Golf, the best golf game for 
the system. Although this game shares its name 
with a PS-X game, it has some distinct 
differences. The ball physics in this version seem 
to be a lot better, and | found playing the bounce 
is critical to scoring. The analog swing is much 
easier to execute, although putting needs some 
work. To its credit, you can rip through a round 
quickly, but | find this game stuck in a void. It is 
neither an enjoyable arcade nor simulation. Like 
| said, Mario Golf blows this away. 


се 


Disney World Quest Magical Racing Tour 


80:16:58 9^ 
1 


The saving grace of Gauntlet Legends on 
Nintendo 64 was its ability to handle four players 
slashing their way through a screen filled with 
monsters. The PlayStation version lowers the 
resolution and the player count to two. You get 
а few FMV snippets added, but it's hardly a fair 
trade. Rent this if you need a brief injection of 
nostalgia, but buy it only if you can never get 
enough of mindlessly pressing X. 


PlayStation 


by Jay, The Gonzo Gamer 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Action 

* Special Features: 9 Characters (5 
Hidden); Character Advancement; 
5 Worlds; 6 Bosses; 26 Levels; 
25 Items; Dual Shock & Analog 
Compatible 

* Replay Value: Moderately Low 

* Created by: Midway 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 


E Once a rare commodity, now an everyday 
fixture, the character-based racing genre has 

Itiplied faster than | ever could have 
imagined. Through this rapid growth, I've 
spilled many tears. Playing South Park Rally 


Я made me feel like Chuck Norris in Missing in 


Action. | was trapped, helpless, and in great 
pain. When it came time to review Magical 
Racing Tour, | shook profusely, vomited, then 


E shackled myself to the PlayStation, expecting 
[| the worst. Surprisingly, | walked away from this 


review only slightly bruised, and | have to say, 
it was oh so close to being something 
significant. The graphics are sharp, yet the 
effects are as generic as can be, and the 
gameplay felt very unbalanced. The vehicle 
physics were rather strange, not varying 
between boat and car, and the track designs 
lacked inspiration and variety. For those of you 


who love Disney, don't expect to see Donald or 
| Mickey. The star power consists of Chip, Dale, 
d and a bunch of no namers like Otto Plugnut, 


Moe Whiplash, and Bruno Biggs. Lame. 


Like lutefisk or Tuvan throat-singing, rally 


@ racing is an acquired taste. Those who have 


cultivated an affection for this obscure 
European racing circuit might revel in the fact 
that here there are 420 miles of actual roads 
from the Mobil 1 British Rally Championship. 
Myself, | couldn't care less. There are 
moments when the PlayStation shows every 
bit of its age, and this game is a prime 
example. Mobil 1 looks terrible, and lacks the 
superbly accurate physics that made Colin 
McRae Rally a pleasant surprise. | guess | 


| just don't understand the concept of rally 


racing. Racing economy cars on muddy 
roads was fine in high school, but why not 
play GT2 instead of this? Come to think of it, 
GT? has a pretty decent Rally mode. With so 
many racing titles on the shelves, | can't think 
of a reason why anyone, except maybe the 
mothers and girlfriends of the developers, 
would want to buy this game. 


Army Men: Sarges Heroes 


For my sins in a past life, | probably should have 
been reincarnated as a tapeworm in а zebra's 
rectum. Instead, God has made me a flunky at a 
cut-rate game mag who is forced to review drivel 
like this putrid PlayStation port of Army Men: 
Sarge's Heroes. 3DO was too lazy to even 
pretend to do a good job of translating this game 
to the PS-X. The graphics are nauseating, and 
the control is frustrating. Even worse, the interiors 
of bunkers and hangars, which could be explored 
on the N64 version, have been blocked up by 
doors and made inaccessible. Pure hack work. 


PlayStation 


by Reiner, The Raging Gamer 


PlayStation 


by Matt, The Original Gamer 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: 13 Tracks; 13 
Characters; Authentic Disney 
Soundtrack; Wacky Power-Ups; 
Powerslide Boost; Quest & Time 
Trial Modes 

* Replay Value: Moderate 

* Created by: Crystal 
Dynamics/Disney Interactive for 
Eidos Interactive 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


EVERYONE 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Racing 

* Special Features: 3D Dashboard 
View; 20 Licensed Cars; Over 420 
Miles of Detailed Rally Courses; 5 
Game Modes; Variable Weather 
Conditions; In-Game Navigation by 
Derek Ringer & Claire Mole 

* Replay Value: Moderately Low 

* Created by: Hot Gen for Electronic 
Arts 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom tine: 5.75 


PlayStation 
by Matt, The Original Gamer 


* Size: 1 CD-ROM 

Style: 1 or 2-Player Action 

* Special Features: Boot Camp, 
Campaign, & Multiplayer Battle 
Mode; 13 Weapons Including 
Flamethrower & Bazooka; 14 
Missions; Plastic & Real World 
Environments 

* Replay Value: Low 

* Created by: The 3DO Company 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 5. 5 
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by Reiner, The Raging Gamer 


* Size: 1 CD-ROM 

* Style: 1 or 2-Player Sports 

* Special Features: 500 Club 
Players; MLBPA Big League 
Challenge; Extreme Target Mode; 
New Pitching Meter; New Fielding 
Views; Two Man Commentary by 
Buck Martinez & Jim Hughs: 

* Replay Value: Moderately High 

* Created by: EA Sports 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 8 


by Andy, The Game Hombre 


* Size: 1 CD-ROM 
* Style: 1 to 4-Player Racing 


* Special Features: 6 Wacky Racers 


(Plus More Hidden); 12 Tracks; 


Power-Ups & Weapons; Powerslide 


Buttons; Turbo Boost Pads & 
Booster Coins 

* Replay Value: Moderate 

* Created by: Fun Com/SCEE for 
Sony Computer Entertainment 
America 


* Available: April 18 for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 7 


by Reiner, The Raging Gamer 


Size: 1 CD-ROM 
* Style: 1 or 2-Player Sports 


* Special Features: Family, Season, 


& Home Run Derby Modes; Stat 
Tracking & Player Editor; Flaming 
Long Balls; Music by Loud Mouth 

* Replay Value: Low 

* Created by: 3DO 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 
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Triple Play 2004 


Rather than spitting out a wad of updates, EA 
Sports has feverishly changed every little 
aspect of this award-winning series. It has 
also added a ton of new modes including the 6 
addictive Extreme Target mode. Picture, if you 
will, MTV Sports meets the home run derby. 
With each swing for the fence, additional | | 
points can be racked up by hitting targets. | | 
spent five hours in this finely crafted mode. 
The normal home run derby has also been 
altered slightly. With the 700+ MLB players, 
EAhas secured the exclusive rights to the 500 
Club, meaning Babe Ruth can finally square 
off against Hank Aaron. As for the rest of the 
game, the gameplay is much smoother now, 
and fielding isn’t as hectic. A new Hot Shots- 
like meter has been implemented for pitching, 
yet the batting hasn’t changed terribly much. 
Triple Play's stat tracking is once again an f 
industry best, and for the first time in years, the 
gameplay is actually playable...but can still be 
a little frustrating at times. 


Speed Punks 


OK, I'll be the first to admit Crash Team Racing 
was a rip-off of Mario Kart, but it was a good 
one and even added something to the mix to 
make the whole broth taste a lot better. Sony 
Computer Entertainment's Speed Punks оп 
the other hand is just a plain old Mario Kart 
clone, with little racers gathering power-ups}... 4 
and blasting at each other as they race to the fox à 
finish. Much like Burger King's Big King, Speed TA - ‘ 
Punks tastes good but doesn't quite live up to lere 
the flava of a Big Mac, or in this case Mario Kart - 
or Crash Team Racing. However, there is a 
solid racing game here that Kart fanatics and ым 
multiplayer addicts will not want simply to 
dismiss because of its annoying, too cutsey & 
characters. If you have beat Crash Team P 
Racing, and find Gran Turismo too hard, you 
may want to give Speed Punks a test drive. 


Sammy Sosa Migh Mear 
Baseball 2000 | 
2 j^ yon 


ж 464 Feet 


* Size: 1 CD-ROM 

* Style: 1-Player Sports 

* Special Features: Challenge Mode 
To Earn Extra Lures; Fishin' Tactics 
Such As “Walkin’ the Dog"; Career 
Mode; Compatible w/ ASCII Fishin" 
Controller; Dual Shock & Analog 
Compatible 

* Replay Value: Moderately High 

* Created by: Pai Corp. for EA Sports 

* Available: Now for PlayStation 


| 381 Feet 
| Distance.| 


127 


Player) 
Fitch S of 20 
Home Runs 3 
Score 2809 


ЖҮ. ЖА” ee 
Sammy Sosa plays for a losing team, always 
plays second fiddle to Big Mac in the home run 
race, and in his video game debut, the titles he 
endorses are this year’s worst baseball 
releases (the second being Softball Slam). Not 
making a heck of a lot of improvements, the 
second High Heat is just as obnoxious as the 
first. The player animations are frightening and 
the gameplay is a loose cannon - delivering 
obscure plays and way too many home runs. 


EA‘ first venture into the world of bass fishin’ does 
lack the real lakes and big name fishin’ pros, but it 
more than makes up for this with great playcontrol 
and authentic hoggin’ tactics. The game presents 
a huge variety of fishin’ situations and conditions. 
It requires the player to master various 
presentation techniques to get the bass to strike. 
The big hogs are pretty finicky at times and, like 
the real thing, this game requires plenty of 
patience. Still, it's not too hard to hit the lake and 
hook into some fish. Gettin’ ‘em in the boat is 
another story. 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment 


Bottom Line: 


аас Se 


Rock the Rink 


| Inthe days of the Genesis, EA created an over- 


the-top hockey game in the form of Mutant 


| League. This game borrows some of that 


game's craziness, but also throws in some Blitz- 


4| styled thumps for good measure. It even 


reminded me of the NES classic, Ice Hockey, 
with the small, medium, and large players. The 
graphics really take a back seat to the 
playcontrol, as the animation is fairly jerky. 
However, the playcontrol is a tight and precise 
rendition of EA's long running NHL Hockey 
series. Setting up one-timers and creating 
Scoring opportunities are played out almost 
identically in both of EA's hockey games. Of 
course, there are some added twists in this 
game. The Bonus Meter, which boosts your 
team's power, along with special moves create 
a new variety of goals. For a time | was very 
entertained by the challenge of the game and its 
goofy action, but it seems almost like an add-on 
to the true simulation. If hockey is your favorite 
video game sport or you like games like Blitz, | 
say go for it. Otherwise, it's a rental at best. 


Ace Combat 3: Electrosphere 


< 


Press STENT Button to anit 


Without a doubt, Ace Combat 3 was the 
coolest title of the series in Japan. The action 
was solid and the graphics were beautiful, but 
what really made the game shine was an 
intriguing storyline involving a corporate war in 
the near future. The game was chock full of 
characters who would fly for or against you, 
each with their own set of loyalties and 
motivations. You would frequently be given the 
opportunity to join someone else's cause by 
turning on your former employers during a 
mission. Doing so would change the course of 
the game, grant you a different set of planes to 
check out, and lead you up to one of four 
alternate endings. Translating all of the audio 
and text would have been a daunting task 
indeed, so Namco wussed out. They tore out 
all of the dialogue, plot, and alternate endings 
and turned Ace Combat 3 into an action game 
with some neat missions. Mission briefings are 
now handled by scrolling text that occasionally 
moves too fast to read. The action is cool and 
the new planes are plentiful, but | felt cheated 
out of a potentially awesome experience. 


ECW: Hardcore Revolution 


runo 


плен, Pre com 
ае PR 


БЕРДЕН 


ОСКЕ 
ANAT OCCU 


фели tees 


Unlike Attitude, the Dreamcast version of 
Hardcore Revolution supposedly had its own 
development team. Acclaim declared it would 
make ECW on Dreamcast soar above the N64 
and PS-X versions. So what in the hell 
happened? Admittedly, | don’t know much 


| about programming, but it looks to me like the 


DC team stole all the N64 team’s work at the 
last minute after goofing off for eight months 
playing foosball in the neighborhood bar. Other 
than the barbed wire and the audience looking 
alittle better, the game is almost identical to its 
counterparts. Dreamcast's WWF Attitude had 
more graphical flair than this. | would have 
been more forgiving if there were more options 
and features, or if the game had a higher 
framerate, but it doesn’t. The only reason | 
score Hardcore Revolution as high as | do is 
because it's the only ECW choice fans have, 
and its Create-a-Wrestler adds plenty of replay 
value. Acclaim, I'm begging you, don't flush the 
ECW name down the toilet like this. Rob Van 
Dam deserves better. 


PlayStation 


by Paul, The Game Professor 


* Size: 1 CD-ROM 

* Style: 1 to 8-Player Sports 

* Special Features: Unlock All NHL 
Teams; Create Team Mode; 3- 8 
Player Tournament; Equipment 
Upgrades; 3 Difficulty Settings 

* Replay Value: Moderately High 

* Created by: Electronic Arts 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment 


Bottom Line: 


PlayStation 


by Erik, The PC Jedi 


* Size: 1 CD-ROM 

* Style: 1-Player Action 

* Special Features: 22 Modern & 
Futuristic Aircraft; Replay Mode 
Shows Missions From Different 
Camera Perspectives; Use D-Pad 
To Look Around; Cool Smoke Trails 
& Explosive Effects; Landing & 
Refueling Sequences 

* Replay Value: Moderate 

* Created by: Namco 

* Available: Now for PlayStation 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Dreamcast 


hy Jay, The Gonzo Gamer 


* Size: 1 GD-ROM 

* Style: 1 to 4-Player Fighting 

* Special Features: Single & Tag 
Career Mode; Create-A-PPV; Over 
40 Wrestlers; Expanded Create-A- 
Wrestler; Barbed Wire Match; 
Commentary by Joey Styles; Jump 
Pack & VMU Compatible 

* Replay Value: Moderately High 

* Created by: Acclaim 

* Available: Now for Dreamcast 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 
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Dreamcast Plasma Sword: Nishtmare of Blistein 


i il Without Capcom’s support, the Dreamcast НЕКЕСІ w— 
by Reiner, the Raging Gamer wouldn't be half the machine it is today. In what і 
* Size: 1 GD-ROM seems to be a monthly cycle, Capcom churns 
* Style: 1 or 2Player Fighting out a fresh Dreamcast game. This month's 
ee eee tasty entree is the long-awaited sequel to Star 
EU SENSN Gladiator. Bearing the same explosive semi- 
AUT i edd ST 3D gameplay as the original release, Plasma 
ТЕТІ EE HORE RE Sword utilizes the Dreamcast's power to 
CODEC 4 сей ; едра, да effects 
А "m ately Hig feverishly fast gameplay. When compared to 
ERIE other Dreamcast tiles ike Virtual Fighter 3tb | 
* Available: Now for Dreamcast and Dead or Alive 2, Plasma Sword's look is a 
tad outdated. Its character models are block 
its animation is somewhat clunky, and its 
painted backdrops don't blend with the 
polygonal gameplay. Even though the look isn't 
as stunning as one would hope, Capcom 
always comes through with the gameplay. With 
- the game's plethora of combos and crazy 
7 25 special moves, you quickly become engrossed 
ine- by its outrageous sci-fi antics. | wasn't a fan of 
Bottom Line: е the first incarnation, but the sequel is steering 
this series in the right direction. 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Dreamcast Wild Metal 


by Matt, The Original Gamer This game helped me relate to those suffering 
from the horrible degenerative disease 
* Size: 1 CD-ROM Alzheimer's. All the symptoms were there. Upon 
* Style: 1-Player Action booting up this game my senses started to fail. 
M MU АШ Everything in the distance was enveloped in а 
& Weapon Power-Ups; 2 Player thick fog. | was disoriented, unable to keep my £ 
SplitScreen Mode; 5 Armored balance. Even seemingly easy physical tasks, f 
Attack Vehicles; 17 Types of like climbing up a hill, were basically impossible. 
Enemies ИЕ | had lost all sense of direction, and wandered | 
х ац аам aimlessly through vast empty wastelands. Then MESE 
Cu ale ce | realized that it was not my frail mind betraying |1 
۰ Available: NOW Tor Dreamcast me, but the developers of this game, Every 
2 Б aspect of Wild Metal is horrible. The missions 
are mindless and repetitive. The barren levels 
Concept: hold few enemies to encounter, so most of yor 
Graphics: time is spent battling your true nemesis - t 
Sound: 1 game's terrible physics and control. Oftentimes, 7% 
Playability: simply reaching the top of a hill can be very | 
Entertainment: challenging, as your tank teeters, bounces, and Ё 
slides all over the terrain. You'll be spending 
3 more time on your back Courtney Love. 


А tx 
Senn Я б... 


Bottom Line: 


Other annoying features include an aiming 
system that makes it virtually impossible to hit 
an enemy at point-blank range. 


ECW: Hardcore Revolution 


Game Boy Color : Game Boy Color i 


hy Paul, The Game Professor 17 : З ; » by Jay, The Gonzo Gamer 


* Size: 16 Megabit ; a Я f از‎ * Size: 4 Megabit 
* Style: 1 or 2-Player Racing 2 2 1 * Style: 1-Player Fighting 
* Special Features: Remake of the Е jay * Special Features: 10 ECW 
NES Classics; 2 Players on 1 . Е Wrestlers; Challenge, Career, Vs., 
Game Boy; Tons of Vehicles & ; " NU V Barbed Wire, & Training Mode; 
Track Surfaces 55 ру. Weapons; Outside Ring Fighting 
* Replay Value: Moderately High Е uo * Replay Value: Moderately Low 
* Created by: Codemasters for THQ Я ASS 1 * Created by: Crawfish Interactive 
* Available: Now for Game Boy Color : 4202 1% for Acclaim 
* Available: Now for Game Boy Color 
Back in the day, Micro Machines was one killer Wrestling on Game Boy might not have ever 
NES game, and it is nice to see such a classic been spectacular, but never have | seen a pile 
Concept: recreated on the GBC. While | wouldn't say this Concept: of crap like this. To name just a few problems: 
rai version has the polish of the old 8-bit game, it is Graphics: ; the control sucks, people off the top ropes act 
Playability: faithful to the original. Spider and the gang of Sound: like heat-seeking missiles, and if you get 
Entertainment racers are ageless, as are the huge variety of Playability: knocked to the mat it's almost impossible to get 
machines you can race as. The cool thing about Enertainment up. To top it off, all the characters suffer from 
8 this title is the ability to play two players on one graphical flicker. In a way, | guess this game is 


Game Boy. | can't remember any other game ine: hardcore. After two minutes of play, І couldn't 
that has this. If you are looking for a challenging Bottom Line: stomach it any longer. pa 


and entertaining racing game, look no further. 


Bottom Line: 
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LIFE 1 


Here's another classic for all of you who were 
dropped on your heads too many times as 
children. As you can see from the gameplay 
Screen - yes, that circle is an overhead view of 
the battle field - Dive Alert is as simple as they 
come. I've seen better graphics in an Atari 2600 
game, and as for the gameplay, where is it? 
Both versions of this game are nearly identical 
and both are void of fun. 


Neo Geo Pocket Color 


by Reiner, The Raging Gamer 


* Size: 16 Megabit 

* Style: 1 or 2-Player Action 

* Special Features: Two Versions 
(Matt & Becky); Design & 
Remodel Subs; Training; Upgrades 
& New Parts; Tons of Still-Frame 
Cutscenes; 2-Player Link Play 

* Replay Value: Low 

* Created by: Sacnoth for SNK 

* Available: Now for Neo Geo 
Pocket Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Line: 


гс. 
CH 
1 


5 


Who would have thought that the original Metal 
Slug had the subtitle “1st Mission” for a reason? 
It's impressive to see SNK already delivering 
sequels to some of its best titles, and 2nd 
Mission is just as much fun as the first. There 
are just about as many missions as in the 
original, but most are lengthier, and the plethora 
of character-specific weapons help to mix 
things up. Players of the first will find that a few 


ЕЛЕҢ submarine missions have been added, and that 


the tricky parachuting play (which | kind of miss) 
has been replaced with an even more difficult 
to control jet pack. As before, the game can be 


ha completed rather quickly by those who can't be 


M bothered to be thorough, but there is now a 


dl Rescue List in the Options menu to remind you 


Ee who you've missed. To top it off, earning higher 


Franks opens up missions in a Time Attack 
minigame where the goal is to haul across 
Я Maps as fast as in can without getting hit. If 


Neo Geo Pocket Color, how do | love thee? Let 
me count the ways. Ah, screw it. How 'bout 
instead | just tell you that | love the МОРС for a 
lot of reasons, and Faselei is one of them. 
Controlling mecha known as Toy Soldiers, your 
character must battle his way through 13 
grueling scenarios, gathering cash and going up 
in rank as he goes along. The story is fairly 
intriguing and the graphics above par, but it's 
Faselei's battle system and TS tinkering that 
makes this one a winner. Players choose which 


ER 


` simultaneously. Teammates will often end up 
t| shoving one another into compromising 
situations, and large battles quickly become 
clustered chaos. When not in battle, players use 
the cash they've earned to get new Toy 
Soldiers and swap around parts — even 
types of movement must be purchased and 
programmed. The game isn't incredibly long, but 
the 13 missions aren't a cakewalk either. Anyone 
who liked Bio Motor Unitron will enjoy Faselei. 


Puzzle Link 2 is virtually identical to the original 
with an added mode that allows you to actually 
play a new game with the cards that you win. 
Overall | found this one to be slightly more 
addictive and just a smidgen more challenging. 
| wouldn't bother with a purchase if you already 
had your fill of the original, but if you couldn't get 
enough of the first game, Puzzle Link 2 might 
be worthy. 


* Size: 16 Megabit 

* Style: 1-Player Action 

* Special Features: 2 Playable 
Characters; New Weapons; Plane, 
Tank, Jet Pack, & Submarine 
Missions; Time Attack Minigame; 
P.O.W. Rescue List; Branching 
Missions 

* Replay Value: Moderate 

* Created by: SNK 

* Available: May for Neo Geo 
Pocket Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Lire: 8. 5 


Neo Geo Pocket Color 


by Jay, The Gonzo Gamer 


* Size: 16 Megabit 

* Style: 1 or 2-Player Strategy/RPG 

* Special Features: 13 Campaign 
Scenarios; Quick Battle Mission 
Mode; Hundreds of Weapons & 
Parts; 2-Player Battle Mode Via 
Link Cable; Front Mission-Like 
Gameplay 

* Replay Value: Moderate 

* Created by: Sacnoth for SNK 

* Available: Now for Neo Geo 
Pocket Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Neo Geo Pocket Color 
by Erik, The PC Jedi 


* Size: 4 Megabit 

Style: 1 or 2-Player Puzzle 

* Special Features: Win Cards for 
Extra Card Minigame; Connect 
Like-Colored Bricks To Bust Them; 
Combos; Card Game, Endless, 
Puzzle, & Vs. Modes; Tracking 
Line Shows Which Block You Are 
Pointed At 

* Replay Value: Moderately High 

* Created by: Yumekobo 

* Available: Now for Neo Geo 
Pocket Color 


Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 


Bottom Lire: 
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CREATED BY: SQUARE SOFT 
AVAILABLE: JULY 19 IN JAPAN 


The ninth Final Fantasy brings the series back to its roots by returning to a class system in which you have 
each character fill a different role rather than custom tailoring your party around materia and guardian 
forces. Square has even gone so far as to include a more classic look for its new characters, who are all 
shorter and even take on classic appearances like the old black mages. For a more rounded-out battle, 
parties have been expanded to four characters rather than three. 


ПРЛРИЯ БЕ ы 
Fej eade 
о Еа 


TONY HAWK’S 


AVAILABLE: SUMMER (JAPAN) CREATED NEVERSOFT FOR ACTIVISION 
AVAILABLE: FALL 


We've been getting nasty letters from 
disgruntled Final Fantasy geeks for 
picking the first Pro Skater as 
PlayStation Game of the Year last year, 
but that hasn't stopped us from getting 
pumped for Tony Hawk 2. As should be 
expected, Neversoft won't be tinkering 
with the original's storied control, but 
will be adding some mouth-watering 
new features. Notable new additions 


The sequel to what many consider 
to be one of the first quality RPGs 
for the PlayStation, Persona 2 will 
be hitting Japan this summer in an £ 
RPG market that is considerably 
more crowded than the one that 
the original Persona faced. Again, 
the plot revolves around a gaggle 


Score 
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include a Skatepark Editor, Create- 
Maken "T thei a-Skater mode, and a beefed-up 
s vis us een cn roster of professional skaters. Each 
See ne Meee ae : ov. Skater will have his or her own bio 
convenience store parking lots to video, and the game now tracks 
save the World. This looks to be a : your career earnings, presumably to 
traditional RPG aimed at the most " save up for bitchin’ new gear. Also 
discriminating fans of the genre. Va look for THPS 2 to go worldwide in 
ger CES E GARDE exotic new skating locales like New 


persons hope that Persona NOLE, + РОР SHOVE ГТ, York, Marseilles, and Rio de Janeiro. 
personifies perfection. 1 
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3 super ni previews supermini preview 


CREATED BY: WORKING DESIGNS 
AVAILABLE: SPRING 2000 (YEAH! RIGHT!) 


the original’s wacky “Making ОР CD 
or the game's enthralling 
soundtrack, Lunar 2 will feature 
these goodies; and we imagine a 
cloth map, hard cover manual, and 
maybe some other nifty trinkets as 
well. The free crap is back! 


Lunar 2 features a whole heck of a lot 
of the same, but slightly prettier stuff 
than Working Designs’ previous game 
offered. With over an hour and a half of 
dialogue, new animated cutscenes, 
and that traditional addictive RPG play, 
Working Designs is once again making 
Lunar its flagship title. And yes, for 
those of you just couldn’t get enough of 


Hey, wait a minute. something's 
different about you. Did you get 
afew bandanna or something? 


۵ CREATED BY: NAMCO 
AVAILABLE: MAY 


Innovative puzzle games come around about as often as innovative AC/DC aloums — not 
very. Luckily for us, following closely on the heels of Chu-Chu Rocket is Namco’s Mr. Driller, 
a cute and addictive game that comes off as a mutated mix of Dig Dug and Tetris. The 
concept is simple: you must drill down through level after level of colorful blocks, dodging 
falling blocks and maintaining your precious supply of oxygen. Whether you opt to dig at a 
deliberate pace, or tunnel frantically like a rabid gopher on a Jolt binge, this game will have 
you hooked. Mr. Driller ships this May for a super-cheap $24.99. 
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CREATED BY: BLACK OPS (PS-X) AND ID SOFTWARE/EA FOR 


EA/MGM INTERACTIVE (PS-2 


) 
AVAILABLE: FOURTH GUARTER 2000 


In the realm of video games, the 
suave Mr. Bond has been a little 
inconsistent of late. GoldenEye was 
universally praised as one of the 
greatest games of all time. 
Unfortunately, EA's first PS-X Bond 
game, Tomorrow Never Dies, which 
attempted to combine a variety of 


PlayStation . 


gameplay modes, appeared as 
confused and ineffectual as George 
Lazenby in Her Majesty's Secret 
Service. For the follow-up, EA has 
wisely decided to return to 
GoldenEye's first-person pers- 
pective. The World Is Not Enough 
will feature many locales and 
characters from the film, as well as 
a slew of actual movie footage. As 
always, 007 is equipped with a host 


of gadgets and weapons which enable him to kill his adversaries with style. The PlayStation2 
and PC ports will run on id Software's vaunted Quake III engine, while the PS-X version is being 
developed by Black Ops, who also developed Tomorrow Never Dies. Expect The World Is Not 
Enough to ship for all platforms sometime in the fourth quarter this year. 


PlayStation2 
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CREATED BY: FROM SOFTWARE 
AVAILABLE: FALL 


These screenshots have had mecha freaks pitching fits, Andy pitching Armored Core 2 cover stories f 
to From Software PR reps, and Erik pitching a tent. This will be the first real sequel to the first 
Armored Core, and it takes place 67 years after the first. Mankind has left this intergalactic garbage 
dump and taken refuge on Mars, where humans are ruled by three competing mega-corporations 
who battle each other with platoons of 

- you guessed it — giant flying robots. 

To say that AC 2 is going to be 

graphically awe-inspiring is an 

understatement. The combat is fast 

and furious, with up to 30 different 

kinds of missile salvos lighting up the 

Р5-2 like the Fourth of July. There are 

14 upgradable parts, and from what 

we've seen, there appear to be some 

mechas that have new modular slots 

where weapons and parts can 

be added. 


CREATED BY: KONAMI CREATED BY: JALECO 
AVAILABLE: NOW IN JAPAN i AVAILABLE: NOW IN JAPAN 


Now, most gamers don't have the chops to go beat-for-beat with Neil Peart, but this infectious | 
game might be a good place to start. Just load up one of the tracks — we recommend Onion | | you've got the funky fresh moves that would 
Man - and start busting out beats on Konami's five pad > make МС Hammer blush, look no further than 
drum controller. Like in Stepping Selection, the || Stepping Selection, Jaleco’s dance/puzzle title 
gameplay descends from the long lineage of Simon » | for the PS-2. The game works in conjunction 
Says, by way of PaRappa the Rapper. Just hit the А i | with a dance mat controller (similar to the old 
correct drum pad in time as it descends on the screen, | Wi 2 E | NES Power Pad). The gameplay falls in the 
and you'll be fine. Aspiring Tommy Lees should check AT z UmJammer Lammy/PaRappa vein, requiring 
out Drum Mania to see if they wield a drumstick big 2% fancy dancers to coordinate stepping on 
enough to conquer this killer title. LP ; different colored circles with the descending 
foot icons on the screen. This may sound easy, 
but trust us — Stepping Selection had Jay 
bustin’ steps that looked more like an epileptic 
fit than any form of dancing we've seen. 
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| CREATED BY: KONAMI 
AVAILABLE: SUMMER 2000 (JAPAN) 


The title of Konami's new PS-2 RPG sure is a mouthful. We 
don't know if the game will be renamed when it hits our 
shores, but we trust that this epic will be slated for a U.S. 
release sometime around launch. Reiseleid builds on FF 
VIll's realistic character models by promising wholly 
proportional characters and environments. Also, look for 
near-seamless transitions between gameplay and CG 
cutscenes. Despite these technological improvements, 
| Reiseleid's plot sits squarely in the last-gen tradition, 
| revolving around a bard/thief named Maus who tries to 
| unravel the mysterious past of his love, Princess Lolayu. 
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| CREATED BY: ARTDINK 


Ane " AVAILABLE: NOW IN JAPAN 


AVAILABLE: NOW IN JAPAN 


Occasionally bonus levels will 
pop up where all of the colors 
are the same, allowing a player 
to put astonishing displays 
together for a ton of points. 
Every time you complete two 
levels the antics of happy 
Caucasian people kick in, which 
is just one of many quirky 
reasons this game will probably 
never leave Japan. 


Neither strategy nor puzzle, this stunning feat of 4 Bacon choo-choo? Yoo-hoo! Have | 


video game pocket pool challenges the player to $ 


set off fireworks. By selecting and detonating like 
colored rockets that fly up in the air, you can 
achieve combos of radiant technicolor explosions. 
Miss too many rockets and a level is over, but the 
more combos you achieve, the prettier the effect. 


we got a game for you. If tinkering 
with toy trains is your fancy, 


| prepare to have it tickled in glorious 


fashion with A-Train 6. The latest in 


|| the long running Japanese series 


(the only game released in the U.S. 


|| was A-Train for the PS-X), A-Train 6 


continues the tradition of its 
predecessors with gameplay that 


| stakes out a middle ground ТҰ» 


49,999.705.084- 


between Railroad Tycoon and 
Sim City. As you lay out your 
train lines, the population will 
shift to different regions, 
requiring you to zone your 
urban area for industrial, 
residential, etc. It is not known 
yet if this title will make it to 
the States. 


supermini prev E 


CREATED BY: ANGEL STUDIOS FOR ROCKSTAR GAMES : Í CRE a FOR ROCKSTAR GAMES 
ЕЕ EALL ge CREATED BY: dene STUDIOS FOR ROC 


As Reiner flashed his alabaster buttocks at Rockstar's security goons to create a distraction, 
we made off with this top secret screenshot of Getaway. The game appears to be similar in 
concept to Driver, as players must smuggle contraband across borders while avoiding 
Johnny Law and the smokies. There will be a variety of rural environment and vehicles in the | 
game, as well as nonplayer drones which you can utilize as decoys. | 


This attractive racer for the PS-2 features some mad racing through detailed cities ІШІ of 
traffic, cops, road construction, and other crazed, thrill-seeking rich people with fast cars and 
loose wallets. Featuring upgrades and those luscious PS-2 graphics, this game could be a 
solid holiday racer for people who prefer not to color their racing experience within the lines. 


CREATED BY: LIONHEAD STUDIOS FOR SEGA 
AVAILABLE: UNKNOWN 


Created by Populous mastermind Peter Molyneux, Black & White has 
already created a giant brouhaha on the PC scene, and should do the same 
for the Dreamcast sometime this year. This innovative sim title allows players 
to assume the role of a sorcerer who discovers the land of Eden, which is 
populated by feeble-minded humans. By using magic to either punish or 
reward them, you soon become the opiate of choice for the masses. 
However, using too many evil spells can transform Eden into a hellish 
wasteland. You gain strength from your followers’ worship, allowing you to 
battle other greedy would-be gods for control of Eden. If that's not enough, 
you can create a stable of Titans, giant mutated animals that you mold from 
the native wildlife. Sega promises that it is implementing an online 
multiplayer mode, which will let you pit your Titans against rival gods. 
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CREATED BY: KONAMI Ал ЕНЕМТЕНІЕ E ON STUDIOS FOR UBI SOFT 


AVAILABLE: JUNE 
| Мете on a submarine 


Konami recently made the tough decision to pull its ailing Konami Sports line off life support. | mission for you, babe! The 
Rising from the wreckage is Konami's ESPN Sports line, a joint venture with the cable | babe in this case being 
network powerhouse. The first game off the starting blocks will be Baseball Tonight, a tile | Leviathan, an underwater 
which should be a great success in a Dreamcast market sorely lacking а baseball title, | Mothership that you and 
Konami recently inked Barry Bonds as the coverboy for the title, which features all major | Your one-man sub-piloting 
league players, teams, and ballparks, including new parks like San Francisco's Pacific Bell | Cohorts must supply and 
Park. Innovative features include a first-ever 3D strike zone, which will allow pitchers to nip | defend throughout over 50 


the back corner of the strike zone. Play-by-play is handled by ESPN's Chris Berman and | missions. The sub (one of 
Joe Morgan. eight different vehicles) in 


which you spend most of the 
game has a control scheme 
similar to that of the Colony, 
Wars’ series, making it easy 
| to send nasty piranhas and 


jellyfish to their watery 
graves. At this point the 
gameplay seems, shall we | 
say, a little minimalist; but the | 
intriguing Costeau-esque 
m ij ff environments promise that 
p T this title could, with a little 
f io | more polish, become a 
yn | : he shining pearl in the video 
д game clam. 


CREATED BY: SEGA AM2 
AVAILABLE: NOW IN JAPAN (U.S. RELEASE PENDING) 


Bad boys, bad boys...whatcha gonna do? Whatcha gonna do with Virtua Cop 2? The arcade Ё 
and Saturn hit from many moons ago has been translated to Dreamcast. While this version is. | 
as spectacular as the arcade game 
(probably even better), Virtua Cop 2 
on Dreamcast shows its age when 
| compared to House of the Dead 2. 
Still, with the dearth of gun games for 
the Dreamcast, Virtua Cop 2 is a 
welcome addition to the DC library. 
Sega of America has yet to add this 
game to its lineup, so its arrival 
| Stateside is still in question. We 
certainly hope so, as the classic 
| gameplay has our trigger finger 
itching to dispense some 


2 OCG GT 3 
street justice. j RESS START 
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CREATED BY: APPALOOSA/ANDNOW FOR SEGA 
AVAILABLE: SUMMER 


To flesh out the plot of this next chapter in the Ecco saga, Appaloosa tapped legendary sci-fi author 
David Brin. Together they've come up with a plot that's one part Star Trek IV, one part Seaquest 
DSV, and one part Quantum Leap. Apparently, in the future, dolphins and humans quit player-hatin’ 
each other and unite to rule the earth in peace. Unfortunately, some galactic Seules Jens senta 
ship back in time to stop humans апа [= 
dolphins from uniting in the first place 
(paging Scott Bakula!). Ecco is swept 
back in time with the ship, and must do 
his best to preserve human-dolphin 
relations. During his quest, Ecco swims 
back and forth through time, even 

| doing battle with some nasty 

| prehistoric sea creatures. 


CREATED BY: PLAYER ONE FOR INFOGRAMES | | 
AVAILABLE: JUNE CREATED BY: HUNEX FOR UFO INTERACTIVE 
AVAILABLE: APRIL 


Infogrames is serving up Dreamcast owners a steaming slice of mudpie in the form of Test 
Drive Off-Road 3. This year's edition of the swampy racer features 11 tracks spanning the 
globe from Louisiana to Egypt. There are 16 vehicles, including the Ford Explorer, Nissan | Industrial Spy's cerebral gameplay 
Pathfinder, and the AM General Hummer, that can be upgraded with new tires, suspensions, | may turn off those expecting the 


and torque packages. The soundtrack includes Eve 6 and nudist kiddie punkers Blink 182. |! game to be Syphon Filter for the 
Dreamcast. The game places its 


| emphasis on strategy and tactics 

| to great effect. As the commander 7% 

7 of a crack espionage team, you 

| must control your agents’ moves 
and actions. You view your agents’ 

| progress through four individual 
windows which allow you to тавр 


their movements апа issue 
orders. Each member has special 
skills, ranging from combat to 
computer hacking. As you 

| Î complete missions, you are 
awarded skill points that you can 
distribute to your party members, 
much like in an RPG. Aspiring 
masterminds should take note of 
this unique title. 
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| (©) CREATED BY: MIDWAY 
= AVAILABLE: FALL 


While Rush 2049 is not going to be anywhere near as brilliant 
as Rush 2112, one of the greatest Canadian sci-fi albums of 
all time, it should succeed in bringing the popular arcade 
racing series to the Dreamcast with a bit of style. The game’s 
13 cars can be upgraded with variable suspension, engines, 
rims, and paint jobs. These futuristic road burners are also 
outfitted with retractable wings that help you control your car 
in the air. Savvy wing use will become a necessity in the 
Stunt Track mode, which lets you loose in fantasy 
environments loaded with ramps and halfpipes used to catch 
big air. Your timed run is scored on trick combos, requiring 
you to pull off moves that the Duke boys never dreamed of. 


©) ! CREATED BY: TEAM17 FOR INFOGRAMES 
AVAILABLE: FALL 


It looks as though this on again, off again DC racer will 
finally see the light of day this fall. These nice screenshots 
had us shaking off horrible flashbacks of Acclaim's Re- 
Volt, and hoping that Team17, the Brits behind Worms 
Armageddon, can salvage the sullied reputation of wacky 
stunt racing. There will be 16 cars, culled from three 
classes (Wild Wheels, Speed Demons, and Aero 
Blasters), which can be upgraded to improve 
performance. Each of the eight tracks can be customized 
with different track textures, including speed, stunt, and 
off-road surfaces. 


nLDEAD. кк. [С ULTIMATE FIGHTING 


© CREATED BY: HEAVY IRON STUDIOS FOR THO М CREATED BY CRAVE антер 


AVAILABLE: FALL 


Evil Dead: Hail to the King should inject a much needed sense of humor into the poker- еа The brutal combat in the Ultimate 
faced survival horror genre. While Hail to the King uses Сарсот 5 blueprint as a starting ! Fighting Championships routinely 
point, it also looks to correct some of the flaws of its predecessors. THQ promises thatAsh, | ; "| makes а WWF match look like а 
the infamous protagonist from the movie series, will have greater freedom of movement meeting of your Mom’s weekly bridge 
during combat, allowing him to move and attack simultaneously. Тһе developers һауе also | | club. For the uninitiated, UFC bouts 
utilized Evil Dead creator Sam Raimi's trademark cinematography through the use of |) take place in an octagonal ring with 
dramatic camera angle shifts during gameplay. Details on the plot are scarce, butitissaid 114% S mes few, if any, rules. The fighting style 
to encompass familiar locales from the films, as well as new characters and settings within | i combines kung-fu, jujitsu, karate, 
the Evil Dead universe. p 2 boxing, and wrestling, with matches 
| frequently ending іп excruciating 
submission holds. This fully licensed 
title will attempt to translate the UFC 
experience to the Dreamcast, with 
UFC referee Big John "Let's Get It On" 
McCarthy on hand to keep 

things clean. 
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vv by Erik, The PC Jedi 


| Ah, the RTS. It’s amazing how sick of these games I've gotten, and yet when a genuinely decent one comes , 

y around, | love it. Of course, when Psygnosis opted to make mecha the main feature of its game, | could- 
n't help but getting somewhat giddy, especially when you pop an arm off on the field and replace it with 
something better. It just goes to show that all you have to do to add a little life to an excessively overdone 
concept is throw in some mecha... er, innovate. Yeah, that's right. Innovation is what this blurb is all about. 


Single-player Nox is very much like Diablo with an emphasis 

on combat and dungeon crawling. Unlike Diablo, however, Nox 
— trades in randomized dungeons for a more plot-oriented game. 
Each of the three character classes has its own unique quest to save the 
world from the plans of an evil necromancer. 

Each chapter of the game features some sort of objective that must be 
met, typically through combat. Once a chapter has been completed, the 
character moves on to a new area. Consequently, you'll want to find as 
many secrets and valuable items as you can since you won't be able to 
return later for a second gander at that suspicious-looking room. 

Nox's multiplayer experience is totally different from Diablo. Rather than 
feature an adventure that groups of characters can play through together, 
Westwood opted to take the deathmatch route traditionally found in first-per- 
Son shooters like Half Life and Unreal Tournament. 


Words cannot describe the frenzied melee of multiplayer Nox. Between 
summoned beasties stomping around, Mages causing things to explode, and 
Warriors charging in and out of the fray, one barely has the time or presence 
of mind to hit the laugh key after humiliating an opponent. Westwood has put 


§ together a number of games for the online experience. These include death- 


match, team deathmatch, capture the flag, and a game called flag ball in which 
a ball must be thrown into the opposing team's goal. 


One thing you'll notice when playing multiplayer Nox games is that every- 
one has a favorite character class. Warriors, Conjurers, and Mages all run 
around slaying each other in surprisingly equal proportion. For the goods on 
each class, check out the following. 


As might be expected, 
these guys are the tanks of | 


the game. Warriors get to use the most powerful melee weapons and wear the 
heaviest armor. For a little more variety, they gain five special abilities as they 
9o up in levels, all of which are automatically available in multiplayer games. 

Berserker Charge — Run really fast and slam into opponents for major 
damage. Missing an enemy will cause your Warrior to keep on running until 
he nails an object for minor damage, leaving him briefly stunned. If you can 
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Metal Fatigue — 
Psygnosis - ii 
Metal Fatigue may be 
yet another RTS, but the 
mecha made the differ- 
ence for me. In addition : 
to standard units, gar- oe 
gantuan "combots" can be constructed. Arms can be 
ejected in the field and replaced with the limbs of fallen 
opponents, or the new parts can be hauled back to your 
base and analyzed so you can build your own. Top that 
off with an attractive polygonal environment and some 
really cool combat and you've got a kickin’ RTS. 
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This Privateer-esque 
game is loaded to the 
gills with upgrades, trade 
Opportunities, and a à d 
huge environment to explore. It's also incredibly buggy 
and the combat is on the weak side of mediocre. There 
is nothing more annoying than talking to an alien and 
hearing, “The direction you need to go is...” and then 
having it freeze. | really got the feeling that the develop- 
ers had big plans for X, but the game was rushed to 
meet a deadline. 


X: Beyond the 
Frontier - THQ - 


Blaze & Blade - 
THQ - 

Blaze & Blade was 
originally a Japanese 


afford a little damage, the superspeed factor is great for escaping a bad situ- 
ation or charging into an area where your skills are desperately needed. 

War Cry – War Cry paralyzes weaker enemies and briefly causes Mages 
to lose spell-casting ability. 

Harpoon - Stick a harpoon into those elusive enemies and drag them 
toward you. This ability is particularly devastating when the hapless victim is 
dragged across molten lava. It's tough to hit an enemy with a harpoon, but 
success can be sweet. | 

Tread Lightly — This is primarily a single-player game skill. It allows you to 
walk across certain types of traps without injury and sneak around powerful 
enemies for a better position. 3 

Eye of the Wolf — If your eyes aren't sharp enough to spot translucent characters lurking in your midst, Eye of the Wolf paints Command & kt 
them green for a short time. Conquer Tiberian 
Sun: Firestorm – 
Westwood - 

A lot of people fell on 


PlayStation game that 
no one bothered to port 
to the States for a pretty В : 
good reason. It stinks. As for the translation, there are 
still PlayStation symbols in the in-game documentation. 
THQ provides a key for translating the PS-X symbols to 
a Sidewinder in the manual, but it's still pretty lame. You 
don't even traverse on an overland map. You just pick 
from a list of available locations. 


Trading off incredible powers for total melee inadequacy, weak armor, and low hit points, Wizards don't stray too far from the 


traditional fantasy formula. But oh those incredible powers. Wizards can learn up to 45 offensive, defensive, and utilitarian spells. different sides of the te 
Whether you need to make something dead really fast, make yourself nigh-invulnerable for a brief time, or simply teleport to fence on Tiberian Sun. if peru e 
another area, the Wizards of Nox can do it all. Wizards can also set stationary traps that will unleash up to three spells when you weren't a big fan of the game, this expansion pack 


touched. 5 à 
won't change your mind. For the Tiberian Sun connois- 


seur, the game features several interesting new units 


It seemed to be Westwood's intention to create a Warrior/Mage hybrid with this class, but what they really came up with was | 74 Some seriously tough missions. | occasionally 
а powerful character capable of using deadly ranged weapons, taming powerful allies, and having some pretty nasty spells to | found the difficulty to be more a hassle than an interest- 
boot. On top of that, Conjurers can summon bomb creatures that run up to enemies and unleash three spells of your choice. ing challenge, but there were enough really cool mis- 
Their only real disadvantage is a restriction to medium armor and the inability to use any melee weapon other than a staff. | tend sions and new toys to make up for it. 
to stand by Conjurers in multiplayer games for their impressive defensive and offensive capabilities. 


Nox offers a great deal to the single and multiplayer experience, although | thought it was unfortunate there was no cooper- | 
ative Quest mode. The impressive variety of spells, special abilities, and toys to play with lend the game a whole heck of a lot 
of replay value. My only complaint is that the single-player game could easily have been a more exploratory game as all of the 
areas are actually linked together. You can’t leave whatever area you happen to be in due to blocked passages and locked 
doors. Despite this, Nox features intriguing gameplay and a thrilling multiplayer experience. 
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Due to time and space constraints, and the 
lengthy nature of the game, we could only get 
through the first disc of the game this month. We 
tried to keep all of the plot references to a 
minimum so as not to give too much away to 
people who just want to get past that one point 
and do the rest on their own. It also saves space 
to say “plot development” rather than writing out 
who said what and why. 


The Initial Quests 


As in the previous game, each character must go 
through their own mini-quest before joining up as a 
party. The quests are relatively. easy and, mainly 
intended as a tutorial for each character's special 
abilities, but we'll do a brief section on each to get you 
through the sticky stuff. 


рса А A DONUM) 
Ashley’s Beginning Quest: The 


Withered Ruins 


After the real-time cutscene finishes, you will find 
yourself in the starting area of the ruins. The door 
directly to the south is where you will eventually want 
to go. Check out the other doors for items. Take the 
southern door and talk to the Musketeer in the next 
room. After he gets out of your way, jump into the pit. 


You will land next to a wounded Musketeer. Talk 
to him and he'll throw a knife at a glowing cylinder, 
causing a door to open. Check the eastern door for 
a chest and then head back and through the west 
door. Keep on heading. up the stairs and through 
doors to get back to the pit. Chuck a knife at the 
Cylinder on the other side of the pit and a door will 
open to the east. Keep going until you get to a door 
to the south. Get the items in the two chests, but 
avoid the catwalk between the two as it has a loose 
block that will cause you to fall, requiring you to 
backtrack to the door we said to ignore earlier. 


Get the goods and move on through the north 
door. Keep moving until you get to a maze of 
catwalks. To avoid the loose bricks, stop for half a 
second at the edge of each block. Find the glowing 
| cylinder to the southeast and chuck a knife at it to 
| open the door to the southwest, Be sure to pick up 
| the Bullet Load through the door in the northwest 
| before proceeding. In the next area, move forward, 
апа jump down next to the Musketeer. Talk to him for 
a full heal and keep on heading north, using the Save 


Point in the next area. Keep moving until you get to 
a locked door. Use the catwalk to get due east of the 
pillar with unlocking cylinder on it. Throw a knife at 
the pillar and it will drop down on the cylinder, 
Opening the door. Go through. 


Proceed until you get to the bad guys. A bunch 
of things happen leading up to a boss fight. The boss 
is pretty easy. Take out its arms with one shot each 
from your gun. Use your remaining ammo and 
physical attacks to take out the body. Just be sure 
and use a Healing Berry whenever your health drops 
below 40. Defeating this boss is the end of Ashley's 
Beginning Quest. 


Brad’s Beginning Quest: Man 
on the Run 


Brad's quest is simple enough. Just keep on 
following the path to the north. There are two treasure 
chests hidden іп a woodsy area and another one on 
a path that branches, but otherwise keep going until 
you get to a couple of chests blocking the way. Hit 3€ 
to pick them up and throw them out of the way. 


Keep on following the path and eventually you'll 
make it to a scene where Brad meets a puppy. Name 
him something easy to remember like X. After the 
scene, move on until the path splits. Take the eastern 
path to get to a house. Go inside and enter the far 
room to find a chest containing Brad's first tool item: 
the Kick Boots. Go outside and head to the southern 
side of the house. Kick the gate open and run around 
the house to get a Big Berry in a shack and a Bullet 
Load on the other side of the house. Head back to the 
path junction and continue north. Eventually you will 
get to a zipline. 


Hit the pillar, and Brad and his pup will hop on the 
line and cross the chasm together. Keep on following 
the path to get to Brad’s boss battle. Follow the same 
basic pattern as Ashley's fight. Take out the belly first 
and heal yourself whenever your health goes below 
40. Use Brad's Lock On force power. It only-takes 25 


force points, so you should be able to get it off 
frequently. Gremalkin should go down in no time. 


Shortly afterwards, Brad will be on the overland 
map. Head due north and use the Bi button to 
explore the area just south of the lake. This will reveal 
a sign. Go directly northwest and hit the explore 
button just south of the large rock on the coast. Enter 
the town and Brad's quest is done. 


Lilka's Beginning Quest: 


Mag ic Lesson 


Lilka's quest begins with some plot stuff and a 
flashback in which $he must solve a colossal puzzle 
under the tutelage of her disembodied sister. In 
order to make the gate open she must hit all three of 
the remaining blue blocks in the central chamber. 
When she starts out there is one active crystal gate. 
Just enter the gate and move through the puzzles to 
get to the first blue block in the central chamber. 
Repeat the process when the new gate appears. On 
the third block path, there is a room with four colored 
tiles on the floor. When you step on these, each one 
lifts up into the air until you get off: The number of 
levels you need to raise them to unlock the path to 
the final blue block are: Yellow 2, Green 3, Blue 3, 
and Red 1. 


Lilka.is more vulnerable to monster attacks as 
r hit points are pretty low. Begin each battle by 
blocking for the first round so she can build up force 
F power without taking damage. This will allow her to 
cast spells. Just use Heal whenever her hit points 
| drop down to 35 or less. Thé Golm are weak against 
| Freeze and the books are more vulnerable to Fire, so 
use these spells accordingly. 


After finishing this flashback sequence, Lilka 
returns to the town she accidentally teleported to. 
Talk to everybody in town until the boss shows up. 
Lilka’s boss battle is pretty easy. Just use Freeze to 
{аке out its legs and then cast Fire on its боду. Be 
sure to cast Heal whenever her hit points go 
below 35. 


iF 


After all of the characters’ beginning quests and 
“а few cutscenes, the perspective is returned to 
Ashley in his hometown. Search all of the barrels in 
WEE the house for some pretty cool items and then head 
| outside. Talk to the kids and they will ask you to 
| corner the kitten. Go back into the house and use а 
ladder upstairs to get to the upper levels. Chase the 
cat until it escapes by making an incredible leap back 
-to the bakery roof top. Talk to the man by the hole in 
the roof and he will offer to help you. Chase the kitten 
around again and it will fall into the hole. Go inside 
| and upstairs to get the kitten. The grateful youngsters 
will give Ashley Grudiev, an Earth medium that can 
be used as for a superior blocking ability, and a Spell 
cap that can be used to store one spell for use by 
any character. 


| Hell. that looks fur? 
Tow “bout 31. sonny? Wont me 
To help you catch that cap? 


Sword Cathedral: 
Demon ARMS 


After the dialogue, go due west and use the 
search button to find the Sword Cathedral next to the 
mountains on the coast. More plot development 
follows and you will eventually have the opportunity 
to talk to people during dinner. Talk to the commander 
and everyone will start turning into demon freaks. 
Plot stuff will follow and then Ashley himself will turn 
| into a demon. Kill all of the other demons for a ton of 
experience, then go to the large room and try to pull 
the sword again. A cutscene follows and Ashley 
| regains control at home. 


of ARMS 


Go outside and he will meet Lilka. After Lilka’s 
eal, head outside. Now is a good time to upgrade 
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spells and weapons. We recommend placing Revive 
in the spell cap for emergencies. It's also 
recommended that you learn the Up HP skill so you 
can enhance your HP early on. When you're ready, 
exit the town. You should see a cliff to the southwest. 
Explore at the top of the cliff to find Valeria's 
Chateau. Enter and you will automatically go to the 
top floor and talk to Valeria. When you regain control, 
be sure to search the heck out of the second floor for 
two.more Mediums, then head down to the first floor. 
Keep on running straight after getting off of the 
elevator and Arving's assistants will tell you he went 
back to his room on the third floor. Go there and you 
will be sent to prison. 


Illsveil Prison: Jail Bait 


After a few scenes, you get control of Lilka, who 
needs to find Ashley's weapon and free him. Head 
north and use the console to unlock a door. Enter the 
door and use Lilka's Fire Rod to disable the turret. 
Search the lockers for Heal Berries and a new piece 
of armor for Lilka. When you're done, exit the room 
and go downstairs. Cross the bridge and use the Fire 
Rod whenever you see a turret. Use the R2 button 
to stand in place while aiming so you don't fall off the 
bridge. In the next area, ignore the first door you 
pass and take the second one. Cross the bridge in 
the next area, taking out turrets as you go, and go 
up the stairs. Use the console to the south to open 
the door and move on. Kill the turrets in the next 
room and open the next door with the console the 
turrets were guarding to get to an area with a Save. 
Point and several lockers. Search them all for 
Ashley's weapons and a Jail Card. 


Head back to Ashley's cell and unlock it by using 
the Jail Card item. Talk to him and he'll join up with 
Lilka. Head back to the area with the door we said 
to ignore earlier. Enter it and proceed until you get 
to an area with a guard patrolling the lower levels. 
Throw Ashley's knife at the wall above his head and 
the knife will take him out. 


Head downstairs and proceed past the fallen 
guard and through the door. The next corridor is lined 
with turrets. Use the Knife or Fire Rod to take them 
out from a distance. Keep on moving and taking out 
turrets. You will pass a door that's been rusted shut. 
Take note of it, but just keep on moving until you get 
to the nextset of cells. Search the cells to find Brad. 
Unlock the door, talk to him, and he'll join the party. 


Use Brad's Kick Boots on the console to open 
the door next to the stairs for some bonus items. 
Head back to the rusty door and kick it open with 
Brad. Before talking to the warden, be sure to check 
the lockers in the other room to the west for a Spell 


Crest. Talking to the warden leads to a boss fight. 
Just Use Lilka to keep everyone's health up while 
using Brad and Ashley to do heavy damage. : 


Under Traffic: The 
Enemy Revealed 


After a bunch of cutscenes, Arving gives you your 
next mission and a portable communicator you can 
use to call for directions. Exit. the Chateau and take 
the northern pass to get down on the lower plains. 
Head south and just a little west to find the area you 
need to explore in order to find the Under Pass. 


Throughout this dungeon there are Fire Medicine 
boxes that can be detonated with the Fire Rod. The 
boxes can be moved by kicking them with Brad. Use 
the fire medicine to destroy large boulders. If you 
ever run out of Fire Medicine boxes, just exit the area 
and return to reset the boulders and boxes. 


Eventually you will. get to a water area with 
floating platforms. Use Brad to kick off the walls while 
standing on these platforms to move across the 
water. Be sure to pick the Multiblast item for Ashley's 
gun as this will allow him to use a new ammo type. 
Also, keep an eye out for a boulder blocking a huge 
door in a wall. Destroying it and entering the room will 
get you another Spell Crest and an item that will 
make a character immune to poison. Proceed 
through the dungeon until you meet an 
injured person. Use the phone. Arving 
will tell you where the closest town is. 


* Damzen City : Mining Rights 


Exit the cave and head southeast until you get to 
a green patch on the ground. Explore to reveal 
Damzen City. Enter the town and head up north to 
get to the Doctor's place. After talking to the Doctor, 
call Arving for an update on your mission. Talk to the 
man in the house to the southwest of the Doctor's 
office twice to get the scoop on what's going on, then 
call Arving. He'll tell you about a Telepathy Tower 
nearby. Before you upgrade your equipment and 
leave, buy the most expensive drink at the saloon 
and the bartender will tell you about a strange 
building to the northeast. This place is called Odd 
Headquarters. Check it out whenever you want to 
know more about the monsters you've been fighting 
or you want to change a character's name. 


Telepath Tower: Ultimatum 


Telepath Tower is south and just a little east from 
Damzen. Look for a green patch near a cliff. Enter the 
tower and throw crates at the glowing boxes to open 
the door on the other side of the room. Eventually you 
will power up an elevator on the fourth floor by hitting 
a lever. Before going up to the fifth floor, go down to 


the third to pick up Ashley's Booty Call, an item that 
allows him to discover hidden items out to a certain 
radius. When you get to the fifth floor, be sure to take 
the door to the northwest to get to a Spell Crest at the 
bottom of the stairs. 


Head upstairs to get to a puzzle room full of 
concrete walls and switches. We found it pretty easy 
to get to the southern door at the end through trial 
and error. The key to getting the treasure box in the 
room is exiting through the south entrance and then 
returning and hitting the first lever. When you get to 
it, kick the box open with Brad and he will get a new 
ammo type for his bazooka called Pineapple. Exit 
through the south entrance and keep on going. 


After a long run up the stairs you will get to the 
central crystal room, hear a really long ultimatum 
from the leader of Odessa, and a fight really random 
boss battle. This boss is more annoying than tough 
as it uses disease on you and a power called 
distortion that makes it impossible to hit, which often 
leads to wasted ammo. The standard method of 
using Lilka for support while the boys do the damage 
works fine as this boss doesn't have any spell 
weaknesses. 


Mt. Chug -C hug: Huntin' Time 


After you take down the boss, head back to 
Damzen City and talk to the people in the house to 
the southwest of the Doctor's Office again. When you 
exit the building, a mysterious character will tell you 
where to look for the plane. Leave town and head 
east until you get to a plateau. To get on top of the 
plateau, head to an incline to the northeast. From the 
incline, head south and then east until you get to a 
mountain wall. Search the area to find the entrance 
to the Mt. Chug Chug mine. 


Enter and keep on moving along until you get to 
an area with a mine cart track. Ignore the track for 
now and go through the east door. Head through the 
door in the next area and move until you get to a 
mine cart on a ledge. Use Brad to kick it and then 
jump down after it. You'll be back at the mine cart 
track. Kick it and the party will jump in automatically. 
This will take you to a switch that activates the lift 
System. Examine the right side of the lever and then 
hit it. Run back to the other side of the mine cart track 
area and take the east door again. Take the lift up. 
There is a hole you need to jump through in the next 
area, but get the Spell Crest from the other room first 
and then make the leap. This will drop you down onto 
the platform with the lift on it that was inaccessible 
before. Take it and keep on running up the ramps to 
get to the next. A series of cutscenes that lead to a 


fairly easy boss battle with Ptolomea and the next 
part of the game ensue. 


The Live Reflector: 


Rapid Transit | 
When the game returns you to Valeria Chateau, 
exit and head. back to Ashley's hometown of Meria. 
The moment you enter the town, some cutscenes 
and romantic mush crap will follow and you will 
regain control. Exit the house and try to leave town. 
Lilka and Brad will show up and you will automatically 
go back to Valeria’s Chateau. You will get a new 
mission. Leave the castle and head west until you 
clear the cliff, and southeast to get to the middle of 
the forest. Explore here to find the Live Reflector. 7 
Enter and then take the east door. Continue through -$ 
the next door and activate the console in the next | 
area. Dialogue and a boss fight follow. Again, use 
Lilka as a healer. If she does get the chance to pull 
off an attack spell, don't use-Spark as this will heal 
the boss. When you get to the transport room, hitthe £$ 
green symbol on the wall and go to the light. After the | 
dialogue and nifty satellite scene, you will arrive at | 
your destination. 


Sylvaland Castle: 
Reluctant Queen 


Exit the Live Reflector building and search the 
middle of the nearby forest to get to Sylvaland 
Castle. Enter and dialogue follows. Strangely 
enough, the queen requires that you prove your 
intentions after one of her towns is attacked. Before 
leaving the castle, ring the bellon the west wing to 
get the sleeping guard out of-the way on the east 
wing. Open the chest he was standing in front of for 
Ashley's Red Hat. There is a valuable item hidden to 
the south and’a little bit east of the castle called the 
Duplicator. Search the indentation in the mountains 
to find it. This will allow you to open one of the magic 
chests in the lower floor of Odd Headquarters. 


Halmetz & Golgotha: 


Ghost Town 
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Head east from here and search the peninsula 
for Halmetz. Entering Halmetz will cause dialogue 
and a boss battle to happen. This boss is vulnerable 
to Freeze attacks, so use Lilka to attack when 
possible. It does have a poison attack that hits every 
character, so you may want to boost her force power 
so she can use Mystic as an antidote that hits 
everybody in the party. 


Shortly after you defeat the boss, you wake up 
inan abandoned jail. Examine the loose block to 
the northwest, kick it with Brad, and pull it out of the 
Ё way. Jump down the hole and run down the path. 
Push the next block out of the way. Continue on, but 
don't stop when walking over blocks with four holes 
in them (you don't have to run) or the whole party will 
| take damage from spears. When you get to a T 
| intersection, head right to pick up а Lucky Card 
| before heading west to move on. Eventually you will 
get to an area where a path branches down to a 
platform with a lever on it. Simply walk around until 
you get to a safe block and hit the switch. Leave the 
same way and enter the door that is opened. 


Continue on, but make sure you change your 
| view frequently and run past holes in the walls to 
avoid spear traps. Eventually you will get to a long 
row of spear traps with a locked door on the northern 
wall. Keep running to the east to get to an unlocking 
| cylinder. Use Ashley's knife to hit it. Run back and 
| enter the door. Move on until you get to a room full 
of blue doors on the wall (ignore the one in the room 
after.the Save Point). Use Ashley’s Booty Call to find 
- the one door with a chest behind it for a Spell Crest 
and then hit the second to last door and enter it. The 
rest of the doors are spear traps. 


In the next room there is a small platform with a 
board in the middle block surrounded by floor traps 
| on the corners. Just kick it, move to the other side 
and kick it, and kick it one last time from the original 
position to open the door. Move on. In the next area, 
wait for all of the spears to shoot out at once, and 
then use Lilka's Fire Rod to light the torch. Move on 
until you get to the prisoners. Just hit Ж rapidly at the 
lever to open the gate. Enter the room and dialogue 
will follow. Ashley must scout ahead. 


Move on until you get to a dark room. In here are 
a series of chambers with floor traps that can't be 
passed at most entrances. The safe route to the next 
exit is west one step, south one step, west three 
Steps, south two steps, east one step, south one 
Step, east one step, north two steps, east one step, 
and north one step to get to the door. Before heading 
south, go through the east door if you want to 
eavesdrop on Odessa soldiers. Otherwise, run south 
and heal up before passing through the door for a 
boss battle and a stunning transformation. Avoid 
using the Black Knight's Banisher ability unless 
you're willing-to return back to normal again for an 
extremely powerful attack. Otherwise, this boss battle 
should be no problem. 


Crystal Power! 


_ After the Trask's second defeat, a cutscene 
| follows in which you will be given the task of 


acquiring two different types of energy crystals. It 
doesn't matter which one you get first, but we 
recommend upgrading your weapons at Halmetz 
(the town you just rescued) before doing anything. 


Holst: Bomb Mania 


We recommend hitting this town first as you can 
upgrade your armor there. Use the red symbol at any 
Live Reflector building to open a gate to the island 
that Holst is on. Exit the building and run around the 
large plateau until you get to some gray mountains. 
Search the area for Holst. Before entering the mine 
in town, you will need to find Brad's Bomb tool item. 
Search the beds on the second floor of the inn. 


The mine is on the northern end of town: Just 
keep on moving forward and blow up any rocks that 
get in your way with Brad's bombs. Eventually the 
path will branch off to the northeast and northwest. 
Take the path northwest first to get to another Spell 
Crest before moving on the northeastern path. 


Head back to the northeastern path and you will 
eventually get to-a closed gate. The switch is right 
next to it, but hidden by two boxes that can be thrown 
out of the way. Before moving through, check out the 
area beyond the east door to get an Arm upgrade for 
Brad. Just blow up the rocks and kick the steel chest. 


Return to the area with the gate and move on. 
You will eventually find a room with a large battering 
ram pointing at a large boulder. Place a bomb 
behind it and the boulder will be destroyed. Go 
through the new opening. In the next room lay down 
a constant barrage of bombs on the large block to 
blast it, unveiling a door. Drop bombs on all of the 
target symbols in the next room to raise the pillars 
and open the next door. The Aguelite Crystal is in the 
next room. Oddly enough, no boss is lurking in the 
final room. 

(Баса а өза ае таса аты аза ы а с) 
Raline Observatory: 
Bizarre Dialogue 


After you get the crystal, the party will be 
returned to Holst: Go outside and return to the Live 
Reflector. Activate the yellow symbol and hop in to 
get to the area with Raline's laboratory. After transit, 
exit the building and head north. Raline Observatory 
is just northeast of the second large green rock. 
Enter Raline, move forward to the next area, and be 
prepared for the first boss battle that actually starts 
at the beginning of a dungeon. There is nothing too 
spectacular about this boss, so the standard strategy 
works fine, although you might want to give Ashley's 
new Access skill a try. It requires 100 Force Points 
to use it. 


After you defeat the boss, you get help from an 
odd duo of lizard men. They will automatically help 
you reach switches that are otherwise inaccessible, 
but you will need to find another switch to help Liz or 
Ard out when they get stuck. The first time is easy. 
Just hit the switch on the other side of the bridge. 


Later, when Ard gets stuck in the crushing wall 
trap, move the statue to the west in-between the 
walls. From here, the north and west doors lead to 
the same place, but only the west door will allow you 
to pick up a Barrette for Lilka. At the next set of 
switches, Liz and Ard will once again perform the 
friendship cross. To free Liz this time you will need to 
move forward through the next couple of areas and 
then take the stairs going down to the north. Use the 
blocks to bridge the gap and hit the switch in the next 
area. Head back up the stairs and move on. 


When Ard gets his tail stuck, kick the back of the 
big face block with Brad. Continue moving forward 
and Liz will fall into a pit while hitting a switch. Just 
continue moving forward until you get to him and nail 
him with. a shot from the Fire Rod to wake him up. 
After some dialogue, he will hit the lever. Move оп to 
get to the crystals and you will have to fight the 
dubious duo for possession. They aren't very tough. 


Chateau on the Go 


When the fight is over, use the blue switch at the 
Live Reflector and head back to the Chateau. When 
you enter, a dialogue happens and you are given 
control again. Head back to Meria and а whole bunch 
of stuff happens, including a Voltron-esque (that 
being the OLD Voltron, kids) castle power-up scene. 
Shortly after, a boss fight ensues. Take out the legs 
and this boss will start nailing you with an attack that 
hits everybody in the party. Lilka's Mystic ability works 
well for using healing herbs on everyone 
simultaneously. Once again, the boss isn’t very hard. 


re RR‏ کو 
Side Quest: Wind Тірег 5 Den‏ 


Before heading to Baskar Village, we 
recommend flying the Chateau directly northwest 
until you get to a chain of islands in the Outer Sea. 
Explore them and you should: be able to find a 
landing pad for the Chateau. Head east until you're 
on the south side of a mountain. Explore the area 
south of the mountain to find this Medium 
hiding place. 


Baskar Village: A Boy and 
His Blanket 


After you wipe out the boss and view a cutscene, 
use autopilot to get to Baskar Village. When you 
disembark, head to the northern tip of the forest to 
find Baskar. When you gain control of Tim, run over 
to the house in the northeast and examine the shiny 
trinket on the table. This will cause the next dialogue 
session and your next quest. 


Hidden Trial Arena: Burden 
of Sacrifice 


Leave town and head south. The Hidden Trial 
Area is just south of the large rock in the middle of the 
forest. Explore and enter. When the dialogue is over, 
head north until you bump into a critter and have 
some more dialogue. Tim gains his Pooka tool, a 
remote controlled critter that can activate switches 
from afar. For the most part, you will just need the 
Pooka to help Tim press two switches at once or hit 
one that is inaccessible due to a chasm or pit. 


You will also have to use the Pooka to activate 
switches that move platforms while you're standing 
on them. You will have to cross these platforms 
quickly as they return to their original positions fast. 
At one point you will come to some seemingly 
inaccessible chests. Use Pooka to. nab the 
goods – two Spell Crests! 


In the next area, you will need to use the Pooka 
to hit switches so уои can get a head start making it 
over platforms before they go back down. Eventually 
you will get toa pretty weak boss. Plants hate fire, 
so make that sucker burn. 


A couple doors later, Tim has to go on his own. 
There is one last sliding bridge puzzle where you 
need to be set up as close as possible to the 
crossing point before using Pooka to hit the switch. 
Just be sure and cross the bridge at its starting 
position so you can go through the door and get to 
another Spell Crest before proceeding. 


After this puzzle is done, you will get to some 
dialogue and a boss. Fortunately, Tim's Combine 
power has been gained. Attack the boss until you get 
50 FP and then unleash Guardian attacks with the 
Combine power. One shot of Grudiev should do the 
trick. Just equip and then attack with him. AII of the 
other Mediums are offensive except for Odoryuk 
which simply heals the party. 

E ÉD‏ ا 
Valeria Chateau: Second‏ 


Seizure Attempt 


After defeating the Ninja bosses and gaining the 
Combine ability, not to mention a new character, the 
bad guys make another grab for Tim. Following the 
dialogue, head for the elevator. The next cutscene 
will lead to a boss fight with Antenora, the not-so-bad 
girl of the bad guys. She has some potent attacks 
that hit everybody, so be sure and get Lilka up to 25 
FP with physical attacks so she can use Mystic for an 
emergency mass-healing. Otherwise, do what you 
always do. Slam her with everything you've got. It 
might be worth using Ashley's Access power, but we 
didn't. Combine only works with Tim in the party so 
don't bother with that. 


After Antenora backs off. Further dialogue leads 
up to a boss fight with Tim fighting Judecca. Judecca 
just doesn't do much damage with most of his 
attacks, so you should be able to wipe him out with 
Grudiev in no time. Just keep Tim's health over 600 
to be safe. We nailed him with two Grudiev summons 
and a handful of physical attacks, and he went down. 


Following the Judecca battle (Jeez, it would be 
nice to get a chance to reload), a battle with a very 
Pokémon looking boss ensues. This is probably one 
of the nastier bosses so far. If you've learned Tim's 
First Aid skill, you should be fine. Just keep up the 
healing every turn and keep on hitting the boss with 
your nastiest attacks. Again, it may be worth resorting 
to skipping Ashley’s gun attacks and going for the 
Access power right away, especially if he’s low on 
ammo. It will take longer than usual, but this boss 


battle should be pretty tame as long as you don't ¥ ; 
make too many mistakes. 


Takin’ it Back to the Man 


After the next batch of dialogue and cutscenes, 


its time to take out the silly bird plane once and for В 


all. After the Assault Anchor launches, the team will 
jump into the power area of the enemy aircraft in 
order to make a higgledy piggledy of their operation. 
Head north and kick the cylindrical object with Brad £ 
to move on. In the next area you can choose to head 
west, north, or east to work through a bunch of $ 
puzzles. Your goal is to shut down power plants A, B, 
and C. 


West (Power Plant A) - After entering through the 
western door, continue on and take the first door to 
the north. Pull the block out of the gap and push into 
the other one. Don't kick the cylinder as you will need 
to cross it. Head up to the console. Turn off the barrier 
and turn on the terminal. Go back out to the hallway 
and continue west to the next area. Use the console 
up on the ramp to the immediate southwest to 
activate the bridge. Use the ramp on the other side. | 
of the room to get up to the bridge and then cross it. IE 
Head south and check the console for the code and 
turn on the terminal in the other room. It should be 
TA2360. Go back across the bridge and head south 
until you fall off the edge. Rearrange the blocks to 
bridge the gap, jump off, and return from the north. 
Continue south across the block bridge to get to the 
next area. Go up the first ramp you see and cross the 
barrels to get to a terminal. Operate the crane and it 
will drop a platform. Cross it and use the code to shut 
down Power Plant A. Return to the central area for 
the next power plant. 


North (Power Plant B) — After entering through the 
northern door, head up the series of ramps to the 
east until you get to a bunch of blocks. Move all of the 
blocks from the north next to the blocks sitting on the 
large unstable looking platform. This will cause it to 
collapse. Jump down on top if it and go through the 
Northern door. 


In the next area, you will have to go up a ramp 
and walk across a walkway with a number of loose 
blocks. Sometimes you can identify these by the 
seams in the walkway, but for the most part you'll 
have to use trial and error to get past them. You'll 
want to get through the upper northwestern door to 
do anything interesting in the next area. The first 
thing you want to do in the next area is get to the 
terminal to the northeast and turn off the barrier 
switch. Do not attempt to take the shortest route, as 
you will surely fall. Head back south two areas and 
go through the door on the west. 


Use the terminal in this area to get the code for 
ower plant B, which should be TB8180. Head back 
the previous area and go back up the walkway 
e room to the north. Proceed back along the 
alkway to the next northern room. You should see 
a line of barrels on the floor. Drop. down on top of 
| these and cross over to the large terminal. Use the 
| code to shut down Power Plant В and return the 
| central chamber. 


| East (Power Plant C) - After entering through 
eastern door, take the first northern door, kick your 
- way through the barrels, and take the ramp up to the 
terminal to the northeast. Use the terminal to get the 
code (TC6503) and turn off the barrier. Exit the room 
| and continue east to the next area. Continue kicking 
f barrels out of the way as you make your way east. In 
the next area, go up the ramp and hit the switch to 
the south. Drop down and head east towards the 
barrier you just dropped to get to the ramp. Head up 
the eastern ramp and then use Pooka.to hit the 
Switch so that the barrier goes back up, creating a 
* bridge. Cross over to get to the terminal to northeast. 
- Use the code to deactivate Power Plant C and head 
| back to the central chamber. 


Once you've deactivated all of the Power Plants, 
| attempt to exit the central chamber through the 
south door. A boss fight begins with Ptolomea, the 
| one-eyed giant returnee. Using Tim or Ціка as 
Support and using Combine attacks will knock this 
| guy out in no time. After wiping out Ptolomea, get on 
the elevator he came down on and run north towards 
the cockpit. Activate the northern console and watch 
the cutscene. 


The Information Tablets 
p e) 

After their performance on the previous mission, 
Guild Galad has granted ARMS the use of his 
country's hovercraft. Use the hovercraft to search the 
coastline and an island at the following three 
locations. 


Tablet 1 — Search the island east of the northern tip 


of the peninsula in the middle of the Inland Sea for 
the first tablet. 


Tablet 2 — Almost due north from the northern 
| peninsula tip and just a little bit west is the location 
_ of the second tablet. 


Tablet 3 – Head west from the northern peninsula tip 
until you reach the coastline. Follow the coastline 
south until you get to a beach. Search the water off 
of the beach for the third tablet. 


Side Quest Thunder Lion Cage 


For some excellent items including a new 
medium stone for the Combine ability, search the 
area to the southwest of the beach where you found 
tablet three to reveal a dungeon. We don't have 
space to help you on this one, but you'll want to find 
a Monster Album Coupon to trade in to Odd 
Headquarters for a portable version of their monster 
card catalogue. 


Side Quest: Shining Garden 


We just found this one before the issue went to 
print so we didn't have time to puzzle it out, but the 
Shining Garden can be found just north of where you 
found the second tablet. It's just a hunch, but we're 
guessing you can find the Light medium here. 


Mt. Chug Chug: The Path 
to Sielje 

After you find all of the tablets, head back to the 

castle in Meria to talk with the King. Next head to 


Damzen. You might want to use the hovercraft to 
avoid having to crawl through the Under Trade routes 
again. When you get to Damzen, talk to the man 
sitting in the northeast corner of the saloon to get the 
Boss Symbol. 


Now head over to Mt. Chug Chug, go inside, and 
use the Boss Symbol to open the eastern door. In the 
next area, be sure and go through the door to the 
east for the Dead or Alive ammo for Ashley’s gun. It 
won't do for bosses, but it's great for regular enemies. 
After you get the ammo, exit the little room and walk 
the maze to get to a door to the southwest on an 
upper platform. In this room, you will get a new tool 
called a Freeze Rod for Lilka. Exit the room and 
freeze all three of the purple flames to remove the 
obstacles. You can now enter the southern door. 
Do so. 


In the next area, drop down to the lower level and 
push/drag the block in the northeastern corner to a 
position directly underneath the door. Go back up to 
the upper platform and hit the cylinder in the wall with 
Ashley's knife. This will cause another block to fall on 
top of the one you dragged, making the southern 
door accessible. Drop down on to the blocks from the 
upper platform. 


In the next area be sure to pick up a hat for 
Ashley and a Duplicator by. dropping down on the 
treasure chest platforms from the walkway above. In 
the area after that, you must move a brick onto the 
easternmost button on the floor to make another 
block lower down to floor level. Leave the first block 
and liberate the second one. Now use the second 
block to fill the gap in the middle of the walkway and 
drag the first block ‘to the westernmost button to 
complete the bridge. 


After crossing the bridge, continue on until you 
get outside. Head southwest and you will get to a 
massive ridge. Sielje is on the northern side of the 
ridge. Search the middle of this land area to find it. 


Sielje: Magic Town 


Enter the town and walk into the large column of 
light. This will get you inside and some dialogue will 
follow. Head north into the huge building and keep on 
going north until you hit a wall. The scientist's 
laboratory is due west. When you enter the lab, some 
dialogue occurs and you get a new mission. 


Gate Bridge 


Upgrade your gear, exit the town and follow the 
large ridge west until you get around it to the other 
side. From here, head southwest. The bridge is in 
plain sight and doesn’t need to be explored for. Just 
enter and stuff happens. You will have five minutes 
to cruise through this dungeon before your enemies 
get a chance to raise the bridge on you. 


The only challenging parts are the two gates that 
block you along the way. Getting into fights: with 
enemies is irrelevant as time freezes when you're in 
combat. In fact, you would probably save time just 
barreling through them instead of turning to avoid 
them. At the first gate, there is a cylinder to the 
southeast. Chuck a knife at it. When you get halfway 
across the bridge, examine the floor carefully. You 
should be able to spot the pressure panels. Navigate 
around them (walking is best) to get to the door. 


The next time you're indoors, just run until you hit 
à pressure panel. Cross it and shoot the cylinder to 
the north-from an angle while staying on the other 
side of the panel. Relax, you have plenty of time. We 
screwed up a couple of times and had more than 
three minutes to spare. Cross the bridge and prepare 
for a fight with your old pals Liz ‘п Ard. Once again, 
the two are pretty pathetic. Take out Ard quickly, but 
avoid blowing too much ammo on the two as you will 
have to fight a new type of Trask. 


This monster is considerably nastier than its 
predecessor, as it now does around 1,000 points of 
damage with its single-person physical attack. Just 
keep the HP up and be ready to use a Big Berry or 
two in an emergency. 


T'Bok Village: Puppy No More 


After you take out the Trask 2.0, exit the Bridge 
and head to the northwest. Two pillars will be 
showing in plain sight along the edge of a forest. 
Walk between them and you will be in same place 


_ where Brad's quest started. Keep on running north 


| until you get to the other side of the forest. Don't 


worry, there aren't any new items. Head over to T'Bok 
Village, the same town where Brad surrendered 
before. Before doing anything, search the room 
through the south door of the southwest building to 
get the new Lawnmower ammo type for Brad. Next, 
talk to the dog in town. It's name should be Rassyu 


| or X or something, but it doesn't seem to matter 
| whether you get the name right or not, he's still a 


friendly doggie. After all of the ensuing dialogue, go 


_ back outside and talk to the dog again. This fine 


example of canis familiaris will run off and bring back 
a Teleportation Orb and the busted data tablets. 


Before leaving town, you may want to get the man in 
the southeastern part of town to reload your guns. 


Quartly: Enter Kanon 


After leaving town, teleport directly to your 
hovercraft and head to the southwestern portion of 
the Inland Sea. Here you should be able to find the 
entrance to Likikis River. Keep heading south on the 
river and hug the east side of it until you get to a 
beach off of a large desert. Land and head northwest 
from the desert. Search along the Great Canyon until 
the bridge town of Quartly is revealed. Enter. Just 
walk towards the other side and you will meet a new 
character named Kanon. After the dialogue, your 
party will rest up. When they're done, upgrade as 
much as you can and exit town through the north 
entrance. Head northeast until you're at the edge of 
the salt flats. Explore the salt flats around here until 
you find Slayheim castle. Enter. 


Slayheim: The Home of Slaying 


Take the door to the northeast to start exploring 
the castle. Head up north to get to a room with a 
crooked painting. Examine the painting and set it 
straight to unlock the door to the northwest. Go 
through to get a flashback and another one of those 
amazing duplicator keys from a chest. Head back 
two areas and take the southern door to get back to 
the first room. 


Take the door to the northwest and continue on 
north until you get to a small library. Examine the 
bookcase with a conspicuous gap on the north wall. 
Get the Adult Mag from the bookcase with the large 
purple tome on top on the east wall by kicking it with 
Brad. Go back to the case with a gap and examine 
it to open a secret door. Enter to get a sorcery 
enhancing item. Head south two areas and take the 
passageway to the west. Continue on until you get 
to a massive pendulum. Get on the north side of it 
and kick it with Brad. This will knock you over the pit. 


Be sure to grab the Elven Boots from the chest 
before continuing on through the north door. 


Continue on until you get to a locked door. Hit the 
switch on the wall to the north to open it and go 
through. Go through the large gates to get to a room 
with a new hat for Ashley. A cutscene portraying the 
door in the first locked area opening will play. Head 
all the way back to that room from the way you came 
and enter that door. Run down and examine the note Ё 
on the west wall and ponder for a while before Ё 
greedily reading the following...Okay. You have to run. Ё 
back up to the top of the stairs and kick the 
southeastern-most pillar from the south side. Enjoy $ 
the show and go through the door to see a cool | 
flashback and pick up some new head gear for Brad. $ 
Head back to the previous room. 


It turns out Kanon was planning to kill the Black 
Knight that has become Ashley's alter ego. Boss 
fight! Kanon possesses remarkably powerful attacks, 
but she can't take much before going down. If your 
support character (Lilka or Tim) ever takes a hit, have 
them block and use Big Berry:to heal them. Using 
Arm and Combine attacks, we took her out in four 
rounds. Just avoid having anyone under 1,000 hit 
points and you should be fine. 


The Alchemical Lab: “Hero” 


After the battle is over, head back to Quartly. 
Dialogue will follow. Exit town through the southern 
entrance and explore the eastern part of the desert 
to find the Alchemical Laboratory. Enter and move on 
until you go down a set of stairs. Take the northern 
door to the west. Move along the walkway until you 
get to the top of a ramp. Hop down on the northern 
side of the ramp and continue on. Hop down on the 
eastern side of the next ramp and continue on to get 
to a door. 


fant i 


Take the stairs up to getto the next door and 
keep on trucking until the party gets to a huge 
console and Brad tells everyone else to move ahead. 
Head over to the next area and jump off of the 


| platform down to a lower level. A large robot 
uards the northern entrance. Hit it with Lilka’s Fire 
00 to destroy it. 


In the next area, stand by the closed door and hit 
your Call button in the menu to eavesdrop on the 
radio operator. His code book is in the room to the 
| southeast. Just search the lockers. Return to the 
| previous room. The code you want should be ISK, 
but if it isn't, head up the stairs and continue on until 
you get to another room with a radio operator. Listen 
in for clues on how to decipher the code book, write 
them down, and go back to the locker with the book 
to figure it out. 


Enter the code at the password door to move on. 
| Go up the stairs until you get to a Save Point. Head 
east, eavesdropping on all of the radio operators you 

pass. Eventually you will circle around to the same 
| area. Head east again and repeat the process of 
| listening to everyone. The second radio operator's 
room should now be open. Search the lockers to get 
the Tape Recorder. Continue on until you get to the 
- next radio room. Use the Tape Recorder in front of 
the door to tape Antenora's voice. 


When you get back to the Save Point, go north 
and use the Tape Recorder in front of the door to 
open it. Continue north to get to some dialogue, and 
to the bottom of whether Brad is a traitor. Another 
boss fight with Antenora occurs, who has become 
significantly more dangerous. At the beginning of the 
battle we recommend casting Quick on Tim as this 
will allow him to heal the entire party before 
Antenora's next attack. Go for Ashley's Access if you 


must, but guns are probably a better bet as she 
doesn't have a ton of hit points and you may only be 
able to get in a couple hits as the Black Knight before 
she goes down. 


Special Note: When teleporting to the next 
location with the Spell Orb, we misfired and landed 
on the tiny island where the level two Crest Spell 
researcher is located. We're not certain if you can get 
to other early locations like this, but it may pay off to 
try teleporting to random locations every now and 
then just in case. 


Urartu Station: Runaway Train 
ESTE] 


After the ensuing dialogue, get off the Chateau 
and use the Teleport Orb to get to Quartly. Head 
north through the town and then exit. Hug the west 
coastline and keep on going north until you get to a 
mountain across a land bridge. Explore the area to 
find Urartu Station. Head down the stairs and 
dialogue will follow. When the train gets ‘stuck, go 
outside through the northern door to get to a very 
strange place. 


Emulator Zone: Ashley in 


Wonder Dungeon 


This dungeon is one of the more difficult so far 
due to its trial and error nature and the fact that going 
through the wrong door can send you back to the 
beginning. Head north and pull the block out from the 
red square. Push it on to the pink block to the 
northwest to make the square glow. 


The square is actually a gate. Go through it. Now 
head east, south, east, and north to get to another 
square gate area. Head back through the door you 
just came through to get to a new area. Go down the 
stairs and use Tim's Pooka to get his new Air Ballet 
tool. This item can be used to push blocks from afar. 
Use it to push the block to the east onto the pink 
square to activate the gate in the other room. 


Go back through the door to get back to the new 
gate room and a boss fight with Caina, the man that 
reduced the original ARMS to a stinking mass of 
gibbering demon flesh. Again, it takes too long to 
make the transformation to the Black Knight, so just 
have Ashley gun Caina down while Lilka and Tim 
provide support magic and healing with the 
occasional Combine attack when everyone is at full 
health. After Caina runs off, go through the red gate. 
Head down the stairs to the northeast and step on 
the purple button to make the environment change. 
Go down the stairs and head up to the southeastern 
platform. Do not hit any more buttons. Just jump off 


to get on to the eastern platform and go through 
the door. 


This large monstrosity is confusing to say the 
least. You will need to hit the buttons on the floor to 
gain access to doors to the north, east, and south. To 
get through the north door, simply step on the button 
on the northern-most platform to reveal the northern 
door. Go through and dialogue will follow. Go up the 
stairs and use Tim's Air Ballet tool to knock the loose 
block down. Head back. Step on the button on the 
center platform to reveal the eastern door. Go 
through and knock the next block down. Next, hit the 
button on the red platform to the southeast to reveal 
the southern door. Before knocking the last block off, 
heal up because it's time for another boss fight 
with Kanon. 


We recommend casting Shield on Tim as his hit 
points are considerably lower than the other 
characters. This time around, get Ashley to use his 
Access power as quickly as possible by using Tim's 
FP Shift ability. Be ready to do à lot of Reviving in this 
battle. Many of Kanon's attacks are capable of taking 
out Tim or Lilka with one shot. 


Like all bizarre alternate dimension places, this 
one is about to collapse. Relax. Getting back is no 
problem. Head out the door and then step on the 
button on the western platform to reveal the door. Go 
through and step on the first button you see. Drop 
down on the platform to the northwest. Head up the 
stairs and exit through the west door. Take the north 
door in the next area and then head back to the 
south. Keep оп tunning to get back to the train. 
Dialogue follows and you will eventually arrive at your 
next destination. 


Guild Galad: The 
Nuclear Family 


Before leaving the station, be sure and pick up 
the Lucky Comb head gear for Tim by using Pooka. 
It is hidden in a chest to the southeast on the.other 
Side of the tracks. To get to Guild Galad, head 
northeast. A land bridge stretches out to a strange 
circular peninsula. When you look at the map, it looks 
like the head of an eagle, or the bridge of Klingon Bird 
of Prey, or the central sphere of the Trade Federation 
Battleship from Episode І. 


Search this pseudo island to find Guild Galad and 
enter. After an irritating and unnecessary set of 
scenes of the town, dialogue follows and you will 
have the opportunity to finally cruise around. You can 
call home to get a clue as to what to do next, but you 
may want to do this Side Quest first. That is, if Level 
two Crest Spells hold any interest to you. Either way, 
you will definitely want to explore town first. Exit to the 
south and:go through the door to the east. Keep on 
following the road until you get to a red door. If you 
һауе а duplicator key, you can open it and pick up 
four Spell Crests. 


Side Quest: Abandoned Icebox 


Teleport to Hamletz and the hovercraft will jump 
to a nearby beach. Get into the hovercraft and go 
north to get to another beach. Get out and explore 
the small area to the east to find the dungeon that is 
home to the ice medium. 


The Coffin of 100 Eyes 


Teleport to Quartly. You should see a green dot 
on the new radar courtesy of Kanon. Go to it and 
explore to find the COFFFIN OF 100 EYES!! (sorry 
= couldn't resist) Enter. After some dialogue, run 
north to take the elevator down. 


Continue on until you get to a junction going north 
and south with some crystals. Takethe south path to 
get a new tool for Kanon, the Wire Hook. Use it to 
cross over to the other ledge. To continue on, you will 
want to take the door to the southwest. Before that, 
we recommend you take the northwest door to get 
new ammo for Ashley. When you do get around to 

| taking the southwest door, be sure not to miss out on 
Ashley's new gun in the next area. 


Eventually you will get to a console and large 
closed door. Examine the console to open the door. 
At the next closed door there is a cylinder. Throw 
Ashley's knife between the pegs to hit it. In the next 
area, you can get a duplicator key by crossing over 

| to the elevated platform with the Wire Hook and using 

| Pooka to open it. Cross back and go through the 

*- northern door. You will eventually get to an area with 
a knife cylinder. Knife it to lower the barrier and 
repeat the process for the next one. 


There are two routes to take from the next area. 
They both lead to the same place, but we 
| recommend: you explore both routes carefully as 

there are a number of chests, with weapons and 
armor for your characters. Keep on moving until you 
get to another console. Examine it to open the door. 


In the next area, Knife the cylinder to get the 
| platform to move out of the way so you can use the 


Wire Hook. Repeat the process and proceed to the 
next room for yet another silly boss fight with Liz ‘п 
Ard and their follow-up monstrosity, the ARMS Killer. 
This time it’s a good idea to go for Ashley's Access 
power. Use Big. Berries judiciously and keep on 
nailing the boss with Kanon's Gatling attack to knock 
him out. If you're low on supplies like Big Berries, you 
might want to consider skipping the claws and going 
straight for the body. It will cost you some XP, but this 
guy is pretty nasty. When the battle is over, try to 
leave the room and then answer the phone. 


Diablo Pylon Caina 


One of the cooler cutscenes in the game kicks in 
and Brad returns with some serious firepower. More 
dialogue follows and you get your new orders. You 
have to find and éliminate four Diablo Towers. After 
you regain control, check your communicator for 
directions. Since you're in the Chateau already, we 
recommend taking it to the tower that requires you to 
use it first. Head over to Guild Galad and fly 
southwest until you see the landing pad. Land and 
explore the area to the east to find the Diablo Pylon. 
Make sure you have a ton of items, particularly 
Medicine, Antidotes, Peppy Acorns, and healing 
items. 


Enter the tower and keep on trucking through a 
couple of teleport gems until you get to a really funky 
platform. There is a small box drifting behind three 
large. gems. Keep on hitting the box with Ashley's 
knife to make a bridge appear. Cross it to the next 
teleport gem. Continue upward to the next gem and 
to the next funky puzzle area. You will need to hit 
each of the three boxes spinning around you once to 
rebuild the bridge. If you hit a crystal, you will need 
to jump off and start over again. When you pull it off, 
move west to the next gem. Continue on to a boss 
fight. This next boss is a monster. We recommend 
taking out its right and then left heads as quickly as 
possible as its more potent attacks come from these. 
You'll know why we recommended stocking up on 
cure items. 


Your next challenge will be to make it through a 
darkened maze. When you get confused, move 
towards one of the lit panels on the floor to light the 
place up. When all else fails, just hug a wall until you 
get there. 


The battle with Caina is pretty tough as he is 
capable of nailing you with serious damage and a ton 
of status defects at the same time. You will need to 
use a lot of items just to keep everyone alive. Expect 
a long battle. 


Diablo Pylon Antenora C 


Before going anywhere, stock up on healing @ 
items. Big berries can’t be bought, but they can be 


stolen from certain enemies like the Barghest ог E 


Bonedrakes. Antenora’s Pylon is to the southeast of 
Baskar, but you have to take the hovercraft down the 
Likikis river to get there as a cliff prevents you from Ё 
getting to it from the town. This time, hug the east f 
side of the river and get off at the first beach. Just 
look for the green dot and explore. The basic layout 
of this pylon is the same as Caina’s. Just keep on 
running up and through Teleport crystals and solve 
the puzzles. 


The first puzzle requires you to get all of the 
bricks lifted up (you'll know what we mean when you 
get to it). When you screw up, just jump into the pit 
to reset the board. Here's a pattern that worked for 
us. Step on the brick to the north and then go N, W, 
S, S, E, S, W, W, W, N, E, N, N, W, S. Move on to the 
next area. 


The next puzzle is pure evil. There is a square of 
nine tiles. You. must watch them turn on and off in 
sequence and then repeat the process by stepping 
on them in that order. If you lost your mind like we did, 
grab a calculator and hit the corresponding buttons 
when you watch the squares flash. Now just compare 
the row of numbers you have to their positions on the 
calculator to figure out what order you need to hit the 
squares on the board in. Or just get a friend who has 
a better brain for this-sort of thing than most. 


Move on when you make it past the nightmare 
game of memory until you get attacked by a Boss. 
This boss has no status attacks and Tim's First Aid 
skill should be able to heal most of the damage, so 
with Tim in the party, it shouldn’t be too tough. 


After you drop the boss, move on. The next 
puzzle is more of a trial and error kind of deal. 
Through some weird twist of fate, we got it right the 
first time. It was the upper square on the south side 
that you didn’t want to hit. 


Next is a boss fight with Antenora. She can be 
pretty nasty, particularly when she puts your support 
person to sleep. So be sure and bring plenty of 
healing items along. We found that using Tim’s First 
Aid ability in conjunction with OdoryuKs Combine 
summon works really well. 


EU унда ате س س جي‎ 
Diablo Pylon Ptolomea: More 
of the Same 


To get to this Pylon, teleport to Sielje and then to 
your hovercraft which should be at a beach nearby. 
Explore the center of the dark waters to the east to 


find Ptolomea’s place and enter it from your 
jovercraft. 


The first “puzzle” can be overcome by dropping 

а ton of bombs in front of oncoming blocks. Drop 

them about four spaces away so they have enough 

time to detonate. The next puzzle is the same deal, 

but you're on a circle and the cubes pick up speed. 

_ Just keep on blasting blocks and a bridge will 
eventually show up. 

The first boss isn't too nasty, but it does have one 
incredibly powerful attack that will most likely slay any 
of your newer characters in one hit. The attack 
seems to originate from its chest, so take that out 
first. Otherwise, fight 'n heal, fight 'n heal. 


This dungeon breaks away from the usual Diablo 
F Pylon routine by hitting you with another block 
f busting challenge. This time, a huge wall of blocks 
comes at you. Just blow up one block in each wall to 
| get past them. 
| The battle with Ptolomea is considerably less 
stressful than with the other bosses. He hits hard and 
| drops a nasty dynamite attack that hits the entire 
| party at the end of each round, but he's also really 
Slow, so getting off an Odoryuk Combine summons 
before he attacks is easy. Just keep it up until.he 
goes down. 


To get to the final Diablo Pylon, you must first find 
the lost city of Archeim, where a hidden Live Reflector 
will take you to your next destination. Search the area 
around the huge salt pillars to the north of Quartly 
and go inside. 


First, scour the town for goodies. You will need to 
find two purple conductor spheres. Use the first to 
activate an elevator in the northern-most building. 
Take it down and flip the two switches to lift the gate. 


Head back up the elevator and go outside. Go 
inside the northern-most door in the building to the 
east. Go up the stairs and use bombs on the wall 
behind the crates to blow a new door through the 
wall. Go outside and use Kanon's Wire Hook to get 
across the rooftops to the building in the center of 

| town. Drop down the hole in the roof and hit the 
Switch to open the door. Place the second conductor 
into the elevator, but don’t go down just yet. 


Head to the southwestern corner of town and 
look at the wall of the building to the east. Use bombs 
to blow the patched up area open and go inside to get 
the death medium, Ge Ramtos. Think about how 
| that's a funny name and go back to the elevator in the 
i central building. Go down and move forward for a 
boss fight with an aggressive Poltergeist. It's on the 
moderately tough side, but if you made it through the 
previous Pylon bosses, this one should be a breeze. 
Just make sure you have some Revive items before 
you fight it since it does have an instant kill ability. 
Continue on to get to the live reflector and use it to 

get to the island where the final Pylon is located. 


| 
| 
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Follow the rocky path all the way around the 
land until it hits a dead end. Explore the area to 
reveal the final obstacle between you and 
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Archeim: The Hidden Reflector 
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Diablo Pylon Judecca: Time to 
_ Hit the Kid With the Glasses 
SS 


Odessa's soft underbelly. The first puzzle/challenge 
is a moving platform that passes under several spiky 
obstacles along the way. To make it all the way 
across, you have to: get on the side of the platform 
that the obstacles aren't rapidly approaching. 


The next challenge is a really easy boss. We 
don't know why it was there or what it was doing, but 
boy was it easy. After you put the silly thing out of its 
misery, continue upward and onward. Next is a really 
challenging version of the previous moving platform 
game. Get through it and move on. After that, you get 
to a challenge that seems silly in-comparison. Just 
run past the swirly balls as they're going under 
the walkway. 

After all that, it's time for your last battle with 
Judecca. Again, compared to the boss fights at 
Caina's Pylon, Judecca is a piece of cake. When you 
get out, contact the Chateau for the scoop and then 
teleport to its landing site. Hop in and head for Sielje. 


Heimdall. Gazzon: Odessa's 
Last Stand 


Once you're hovering over Sielje head due 
south. You'll be flying for a while as Heimdall is pretty 
far south, so don't get panicky when you don't see it 
right away. When you find it, fly right up to it 
and enter. 


| Heimdal zzo 


Head north to іһе пехі area and then take the 
blue door on the north wall. Activate the security 
Switch and then head back out. Now go through the 
western-most red door on the north wall and then the 
western door in the next.area. Fumble your way to 
the southwest corner of this maze to find a light 
Switch. Head east to get to a teleportation pad. Use 
it and go through the red door. Switch the security 
System again and go back to the maze room, teleport 
back, and return to the initial area with the blue and 
red doors on the north wall. Go through red door on 


the center of the wall and continue north through а f 


green door. 


We don't have space for a map, but we'll give 
you the basic lowdown on the teleportation puzzle. 
Start with the pad closest to you. Then take the pad 
on the east side of the little square you're in. Next, 
you want the pad in the northeast corner of the room. 
Then take the pad on the northern side of the 
square. Switch the security system at the console, 
hop down to the west and take the pad in the 
northwest corner of the room. Take the pad to the 
Southeast. The pad to the east will take you to the 
blue door you need to get to the next area. 


Once you make it to the blue door, walk through, 
save then move north to the next area for a boss fight 


with Vinsfield himself. Vinsfield’s regular attacks are 
stronger than usual, but he's not incredibly fast and 
he won't afflict you with any status abnormalities like 
Disease or Sleep, and he doesn't have any incredibly 
powerful single-character attacks. We fought him 
with Tim, Brad, and Kanon. We just used Brad's Rail 
Cannon with his Lock On ability when possible and 
continually nailed him with Kanon's Wire Fist while 
healing up every round with Tim's First Aid ability. No 
problem. 


When you move on to the next area, dialogue will 
follow and everyone except for Ashley will split up 
and start looking for escape pods. The following 
puzzle isn't as intimidating as it seems. Everyone in 
the party has split up, so when you change 
characters you will actually be changing locations. 
Just move as far as you can with one character until 
they reach a stumbling block and then switch to 
another character. Eventually the ways that they 
each have to help one another will become clear. 


After the rest of the party escapes, Ashley will be 
confronted by Vinsfield again. Fortunately, he 
appears to have been weakened by the last battle. 
Just use Access as soon as possible and you 
shouldn't have any problems unless your health was 
low to begin with and you don't have any healing 
items. After Vinsfield is defeated again, a lengthy 
cutscene kicks in and disc one has come to an end. 


To Be Continued Next Month... 
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helpful hi 


Hidden Race - Enter Grand Prix mode 
and begin a race. As the race begins, 
turn your vehicle around and drive into 
the brick wall. Continue holding down 
the gas until you pass right through the 
wall. A reversed race will begin. Win this 
race to unlock a new ride. 
“Virtual Gap Boy 2001” 
Phoenix, AZ 


Enter all of these codes from within the 
Load Game Menu. When a code is 
entered correctly, you will be returned to 
the Main Menu. 


Invincibility - Down (x4), Left (x4), L 

Button, R Button (x2), L, Up C, Down C 

Infinite Ammo - Up (x4), Right (x4), L 

Button, R Button, L Button, R Button, 
Right C, Left C 

Vinny "The Shoe" Martinez 

Chicago, IL 


Enter all of these codes at the Password 
Screen. 


Unlimited Lives - IGIVEUP 

Dev Photo - BLAMEUS 

All Levels & Ships - DEADDACK 
Pilot a Car - KOELSCH 

View Credits - CREDITS 

Enhanced Radar - RADAR 

Control AT-ST - CHICKEN 

More A-Wing Use - ACE 

View Cinemas - DIRECTOR 
Soundtrack - MAESTRO 

All Power-Ups - TOUGHGUY 

Pilot M. Falcon - FARMBOY 

Pilot TIE Interceptor - After entering 
FARMBOY, input TIEDUP. Then head to 
the vehicle select screen, highlight the 
M. Falcon, and hold Up on the analog- 
Stick for two seconds. 

New Title Screen - HARDROCK 
(return to the Title Screen and let the 
demo begin. Press A and a new Title 
Screen will appear.) 


Dennis Alan 
Minneapolis, MN 
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helpful hi 


Note: After completing the tasks below, 
finish the race in first and the cheat will 
be tucked away in the Options menu. 


Cheat Sheet – Simply win the first Rally 
Days race without picking up any 
power-ups. 

Unlock Pip - In the second Rally Days 
race, activate checkpoints 1 and 4. 
Unlock Mr. Garrison - In the second 
Rally Days race, activate all four 
checkpoints 

Unlock Bebe - Lose the Cow Days 
race without touching any Health 
power-Ups. 


Unlock Big Gay Al - Win the Pink 
Lemonade race. 
Unlock Cop Cartman - In the Read-A- 


Book Day race, nail Chicken Lover five 
times with Salty Balls. 

Unlock Damien - Win the New Year's 
race by being the only racer to touch the 
Millennium Key. 

Unlock Grandpa - Simply win the 
Halloween race. 

Unlock Death - Beat the Halloween 
race after dropping off four candies at a 
time. 

Unlock Ike - In the Memorial Day race, 
collect the hidden pick-up on top of the 
airplane. 

Unlock Jesus - Win the Christmas 
race. 

Unlock Terrance & Phillip — In the 
Christmas race, collect the four hidden 
power-ups. 

Unlock Satan - Win the New Year's 
race. 

Unlock Marvin - Win the Thanksgiving 
race without picking up any turkeys. 


Unlock Mephisto - Win the 
Independence Day race. 
Unlock Ned - In the Independence Day 


race, pick up 12 different Turbo power- 


ups. 
Unlock Mr. Mackey - Win the Spring 
Cleaning race. 

Unlock Tweak - In the Spring Cleaning 
race, pick-up five caffeine power-ups. 
Unlock Shelly - In the Valentine's Day 
race, collect the three hidden power- 


ups. 
Unlock Visitor - In the Memorial Day 
race, collect the hidden power-up 
above the checkpoint and the hidden 
power-up between checkpoint 4 and 
the wooden bridge. 

"The Vidman" 

Uptown, MN 


nts + 


To enter these codes you must first 
activate the hidden Password screen. 
To do this, go into the Options and 
access the Game Status menu. 
Highlight апу character, then 
simultaneously press the L and R 
Buttons. If done correctly, the Password 
option will appear and any of the codes 
below can be entered. Note: " " 
indicates a space. 


All Characters – LLA KCOLNU 
Max Stats - LLA DORTOH 
Invincibility – ELBICNIVNI 
John Chibeta 
Seattle, WA 


New Pokémon Colors - The Pokémon 
that you upload from your Game Boy 
game can look different in color. To 
make this happen, give your Pokémon 
different names to change their tint. 
Switching syllables, like Mewtwo to 
Twonew is one way to do it. Try different 
names and methods to change some of 
their colors. 


Gym Leader Battles - Complete one of 
the Gym Leader Castles and one of the 
following Pokémon will randomly 
appear. These Pokémon can then be 
saved to your Game Boy game. 


Kabuto 
Omanyte 
Eevee 
Squirtle 
Charmander 
Hitmonlee 
Bulbasaur 
Hitmonchan 


Surfing Pikachu - Simply complete the 
game to get this obscure Pika-hybrid. 


Taking Pika - Simply upload Pikachu 
from the Pokemon Yellow Game Boy 
game to unlock a Pikachu that talks and 
does wacky things. Note: Do not 
register Pikachu, just enter him into 
battle. 


Amnesia Psyduck - Unlock all 151 
Pokémon in the Hall of Fame to get this 
critter. 


Round 2 (Mew) - Complete the game 
to unlock Round 2, a much harder 
version with new battles and 
tournaments. Unlocking Round 2 also 
unlocks Mew as a Rental Pokémon. 
Kenny Parker 
Webville, COM 


Note: After completing the tasks 


below, finish the race in first, and the 
cheat will be tucked away in the 
Options menu. 


Cheat Sheet - Simply win the first 
Rally Days race without picking up 
any power-ups. 

Unlock Pip - In the second Rally 
Days race, activate checkpoints 1 
and 4. 

Unlock Mr. Garrison - In the second 
Rally Days race, activate all four 
checkpoints 

Unlock Bebe - Lose the Cow Days 
race without touching any Health 
power-Ups. 


Unlock Big Gay AI - Win the Pink 
Lemonade race. 
Unlock Cop Cartman - In the Read- 


A-Book Day race, nail Chicken Lover 
five times with Salty Balls. 

Unlock Damien - Win the New 
Year's race by being the only racer to 
touch the Millennium Key. 

Unlock Grandpa - Simply win the 
Halloween race. 

Unlock Death - Beat the Halloween 
race after dropping off four candies at 
atime. 

Unlock Ike - In the Memorial Day 
race, collect the hidden pick-up on top 
of the airplane. 

Unlock Jesus - Win the Christmas 
race. 

Unlock Terrance & Phillip — In the 
Christmas race, collect the four 
hidden power-ups. 

Unlock Satan - Win the New Year's 


race. 
Unlock Marvin - Win the 
Thanksgiving race without 

picking up any turkeys. $ 


Unlock Mephisto - Win the X 
Independence Day race. 
Unlock Ned - ІП the 
Independence Day race, pick up 
12 different Turbo power-ups. 
Unlock Mr. Mackey - Win 
the Spring Cleaning race. 
Unlock Tweak - In the Spring 
Cleaning race, pick-up five 
caffeine power-ups. 

Unlock Shelly - In the Valentine's 


Day race, collect the three hidden 
power-ups. 

Unlock Visitor – In the Memorial Day 
race, collect the hidden power-up 
above the checkpoint and the hidden 
power-up between checkpoint 4 and 
the wooden bridge. 


“The Vidman" 
Uptown, MN 
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Girbuge Man 


To enter these codes you must first 
activate the hidden Password screen. 
To do this, go into the Options and 
access the Game Status menu. 
Highlight апу character, then 
simultaneously press the L1 and R1. If 
done correctly, the Password option will 
appear and any of the codes below can 
be entered. Note: " " indicates a space. 


All Characters - LLA KCOLNU 
Max Stats - LLA DORTOH 
Invincibility - ELBICNIVNI 
John Chibeta 
Seattle, WA 


Pre-Season Secrets - Complete the 


Pre-Season training and Vince 
McMahon will have a word with you. 
After he invites you to the WWF, a slew 
of bonuses will be unlocked. These 
range from the unlocking of Stevie 
Richards in Create-A-Wrestler to the 
Rock's new guise, and a ton of 
character skill options. 


Phil Hoff 
Minot, ND 


menu. 
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End Level – During gameplay, pause, then 
highlight the Map option and hold L2, R2, 
Right, @, Ш, Ж. After hearing a buzzer, enter 
the Options to find the newly added Cheat 


Enter all of these codes at the Name 
Entry screen. 


All Tracks - OPENROADS 
All Cars - SHOEBOXES 
Nicky Grist Drives - BACKSEAT 
Four Wheel Drive - TROLLEY 
Reversed Tracks - SKCART 
Night Tracks - NIGHTRIDER 
Jelly Car - BLANCMANGE 
Smoother Play - SILKYSMOOTH 
Wave Car - MAGFLOAT 
Rear Steering - FORKLIFT 
Euro View - WHITEBUNNY 
Mini Cars - DIDDYCARS 
Hover Mode - HOVERCRAFT 
Collision Detection - GHOSTRIDER 
Metal Cars - TINFOILED 
Fog - PEASOUPER 
Turbo - MOREOOMPH 
Big Jumps - KITCAR 
Faster Acceleration - 
BUTTONBASH 
Low G - MOONWALK 
High-Pitched Announcer - 
HELIUMNICK 
Ombuguula Anandankye 
Elsilon Quadrant, Coreward 67493-34 


Enter these by selecting password on 
the Title Screen. 


Level 8 - QSP%n@jhfnWv 
Level 9 - QSP%n@jhfkms 
Level 10 - CEdW1zxvtSHk 
"The Kramer Gamer" 
White Fish, MT 


Е 
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Enter all of these codes at the Main 
Menu or from the in-game Pause 
screen. 


Level Select – Hold L1 and press @, 
x, ©, E, E, A, x, x 

Invincibility - Hold L1 and press ІШ, 
x, A, A, %, E, ©, © 

All Guns - Hold L1 and press Ж, Ө 
(x2), A, E, X, E, © 


Darcia Harmon 
( 4 j 


Plano, TX 
To input these codes, enter the 
Options screen and choose Credits. 
As the Credits roll, enter the desired 
code. 


Expert Mode - Down (x3), A, Down 
(х3), Iii, Left, Right 
Instant Puzzle Solution – L1, A, 
Up, Down, Ө (x2), Down (x3), Up 
Instant Kill - L1, A, Up, Down, @ 
(x2), A, W, Down, R1 
Infinite Health - L1, A, Up, Down, 
© (x2), A, IB, Right, IM 
Max Ammo - L1, A, Up, Down, € 
(x2), A, Bi, Left, A 
Greg Reese 
St. Agusta, TX 


and hold Right, L1, R2, €, @. After hearing a 
buzzer, enter the Options to find the newly added 
Cheat menu. 


Level Select & Movie Theater 1 & 2 - This code 
may seem obscure, but it does work. First, enter a 
two-player game. Make Lian Xing the first player, 
and Agency Operative as the second player. Make 
sure the game is set to 10 points and the stage is 
the Abandoned Bank. Now, enter the game and 
have Lian Xing take down the second player with 
Seven headshots, 1 knife slit, and two regular kills. 
After the match is over, back out to the Main Menu 
and enter the one-player game. Talk to the Gl next 
to the fire, then scale the hill and talk to the GI on 
the ledge. After this, head to the left of the cave and 
grab the M-16 from the Ammo case. From here, 
pause the game, then enter options to find your 


newly added cheats. 


Movie Theater 1 & 2 — During gameplay, 
pause, then highlight the Briefing option 


Level Select - At the New Game 
menu press and hold L1, L2, R1, R2, 
Left, Select, and @. 


“The Rhino” 
Toledo, OH 


Lose Cops - When the police are in 
pursuit, you can cut them off by 
smashing them in the back when they 
attempt a cut off. 


Extra Power-Ups - Collect a 

power-up, then leave for a few 

Seconds. Now, return to this location 

and the power-up will reappear. Grab 

it and repeat this process. 

Big Jim Johnson 
Chubbie, NJ 
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By earning a certain amount of Ability 
Points in Super Story Mode, you'll 
unlock several new characters. Here's 
a listing... 


Robber Soul - 350 Points 
Kan - 1,000 Points 
Hol Horse & Voing - 1,300 Points 
New Kakayoin - 1,450 Points 
Martin Slaunt 
Oakland, CA 


ENTER TO WIN! 


Send in your codes and passwords, 
and if we choose your entry as 
Code of the Month you'll win a 
wonderful prize from the Game 
Informer Vault! All other entries 
printed within these hallowed pages 
will receive a Secret Access T-shirt. 


Send To: 
Secret Access 
Game Informer Magazine 
10120 W. 76th Street 
Eden Prairie, MN 55344 
E-Mail: 
secretaccess@gameinformer.com 


Keith Sammons 
Citrus Heights, CA 
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Unlock Duck King & Team/Data 
Modes - Complete the game with 
every single character and Duck King 
will become available. 


Unlock Mr. Karate - Simply beat the 
game without using any continues or 
losing any rounds. 


New Geese Costume & Ending - At 

the Character Selection screen, 

highlight Geese and press Start and 3€ 

simultaneously to unlock his new 

costume. Now beat the game with this 
costume to see a new ending. 

“GI Droid” 

(location unknown — last seen 

sniffing Erik's underpants) 


a. | 


Enter this code at the Main Menu. 


Level Select - L1 (x2), @ (x2), ІШ (x2) 
Enter all of these codes from the Pause 
menu. 


3rd Person Mode 

Invincibility - A (x2), € (х2), L1, L2 
All Weapons - ІШ (x2), 6 (x 2) L1 ye 
Infinite Ammo - L1 (x2), R1 (х2), € 
(x2) 

Skeleton Mode - @, Ш, A (x2), Ш ө 
Camera Dampen - A (x3), ІШ (x3) 

No Laser Sight - L1 (x2), A (x2), L1 
(x3) 

1st Person Cam - 6, A (х2), Ш 

Pop Top Mode - Ш (x2), @ (x2), R1 
(x2) 

Big Head Mode - R1 (x2), L1 (x2), A 
(x2) 

Funk Mode - A (x2), ІШ (x2), L1 (x2) 
Electronic Mode - ІШ (x2), L1 (x2), R1 
(2) 

Slow Rockets – L1, R1 (х2), L1, A, MI 


First-Person Gun Mode 

Invincibility - A (х2), & (x2), L1, L2 
All Weapons - ІШ (х2), 6 (x2), L1 (x2) 
Infinite Ammo - L1 (x2), R1 (x2), @ 
(x2) 

Slow Mo - A, L1, A, L1, A, L1 

Slow Rockets – L1, R1 (х2), L1, A, MI 


Driving 

Invincibility — A (х2), © (x2), L1, L2 

Infinite Nitro — L1 (x2), R1 (x2), & (x2) 

Infinite Time – L1, R1, Е (x2), R1, L1 

Rain - Bil (x2), L1 (x2), A, @ 

No Body - L1, R1 (x2), L1 (x2), R1 

Snake Car - 6, E, R1 (х2), 6, L1, 6 
Caramel Electrode 

Hanover, RI 
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Enter all of these codes at the Mode 
Selection screen. 


LE-2001 Truck - Y, X, Right, Left, 
Right, Left, Down (x2), Up (x2) 
Additional Colors - Down, Left, Up, 
Right, X, Y, L Button, R Button 
Т4 Fighter Jet – Left, Right, Down, X 
(x4) 
Random Weather (Time Attack) - 
Button, X (x7), Y (x7) 
Cookie Monroe 
Los America, MA 


Enter all of these codes during 
gameplay. 


Max Health - Down, Down, A, X, B, X 
Invincibility — Y, Right, B, Left, X, 
Down 

All Weapons — A, A, Right, Y, A, Right 
Level Skip - Up, Right, 
Left 

Friendly Al Units – B, Down, A, Down, 
X Y 


B, Y, Down, 


Boost - Up, X, Down, B, A, Y 
All Token Locations - Y, B, A, Left, 
Down, Down 
"Daddy Fat Sax" 
Memphis, TN 


Unlimited Cash — Once you've acquired 
a few VMU minigames, save your game 
and then sell everything you've got. Use 
all your money to buy tokens and 
download them into the VMU. Load your 
saved game so you'll have all your cash 
and possessions back, but note that all 
the tokens you downloaded are still in 
the VMU. Sell the tokens off as much as 
you like to earn a 50% return on your 
investment. 
"Mr. Monday Night" 
Fargo, ND 


To enter these codes you must first 
activate the hidden Password screen. 
To do this, go into the Options and 
access the Game Status menu. 
Highlight апу character, then 
simultaneously press the L and R 
Buttons. If done correctly, the Password 
option will appear and any of the codes 
below can be entered. Note: " " 
indicates a space. 


All Characters - LLA KCOLNU 
Max Stats - LLA DORTOH 
Invincibility - ELBICNIVNI 
John Chibeta 
Seattle, WA 


Note: After completing the tasks below, 
finish the race in first, and the cheat will 
be tucked away in the Options menu. 


Cheat Sheet - Simply win the first 
Rally Days race without picking up any 
power-ups. 
Unlock Pip - 
race, activate checkpoints 1 and 4. 
Unlock Mr. Garrison - In the second 
Rally Days race, activate all four 
checkpoints 

Unlock Bebe - Lose the Cow Days 
race without touching any Health 
power-Ups. 

Unlock Big Gay Al - 
Lemonade race. 
Unlock Cop Cartman - In the Read-A- 
Book Day race, nail Chicken Lover five 
times with Salty Balls. 

Unlock Damien - Win the New Year's 
race by being the only racer to touch 
the Millennium Key. 

Unlock Grandpa - Simply win the 
Halloween race. 

Unlock Death — Beat the Halloween 
race after dropping off four candies at a 
time. 

Unlock Ike - In the Memorial Day race, 
collect the hidden pick-up on top of the 
airplane. 

Unlock Jesus - Win the Christmas 
race. 

Unlock Terrance & Phillip — In the 
Christmas race, collect the four hidden 
power-ups. 

Unlock Satan - Win the New Year's 
race. 

Unlock Marvin - Win the Thanksgiving 
race without picking up any turkeys. 
Unlock Mephisto - Win the 
Independence Day race. 

Unlock Ned - In the Independence 


Win the Pink 


Day race, pick up 12 different Turbo 


power-ups. 
Unlock Mr. Mackey - Win the Spring 
Cleaning race. 
Unlock Tweak - In the Spring Cleaning 
race, pick-up five caffeine power-ups. 
Unlock Shelly - In the Valentine's Day 
race, collect the three hidden power- 
ups. 
Unlock Visitor - In the Memorial Day 
race, collect the hidden power-up 
above the checkpoint and the hidden 
power-up between checkpoint 4 and 
the wooden bridge. 
"The Vidman" 
Uptown, MN 


In the second Rally Days | 


@ Rewind @ forward A Bi 


Enter both of these codes at the Black 
Box logo. 


Programmer Team - On Controller D, 
hold the L and R Buttons, then press B 
(х2), X. 


Big head mode - On Controller D, hold 
the Land R Buttons, then press B, A, B, Y. 


Player Images 


Wayne Gretzky Message - Enter the 
Create-A-Player menu and name your 
rookie Wayne Gretzky. The message 
"Thanks for the memories" will appear 
over the player picture. 


Ron Hextall Image - Enter the 
Create-A-Player menu and name your 
character Ron Hextall. View his bio to 
see his picture. 


Marty Reasoner Image - Enter the 
Create-A-Player menu and name your 
character Marty Reasoner. View his bio 
to see his picture. 


Tony Twist Image - Enter the 
Create-A-Player menu and name your 
character Tony Twist. View his bio to see 
his picture. 


Dale Hunter Image - Enter the 

Create-A-Player menu and name your 

character Dale Hunter. View his bio to 
see his picture. 

Dino Ciccerelli 

Calgary, Canada 


Chaos Creatures - Beat all 25 Challenge 
levels and the mice will transform into 
Chaos from Sonic Adventure. 


Nights Critters — Beat all 25 Mania mode 
levels and the mice will transform into 
Nights creatures. 


Hard Mode - Beat all of the Puzzles in 
Normal mode to unlock this extra difficulty. 


Special Mode — Beat all of the Puzzles in 
Hard mode to unlock this killer new 
challenge. 


Mania Mode - Beat all the Puzzles in 

Special Mode to get this frantic new 
stage. 

"Powerman" 

Kedori, IL 


Exit Levels - During gameplay 
simultaneously press and hold Select, 
A, and B to warp out of a level. 

Luana Lardbut 
Flabberhind, UT 


Enter all of these codes at the 
Password screen. 


Level 1-2 - L(Heart)K(Heart)(Heart) 

(Heart)BL 

Level 1-3 - QOM(Heart)(Heart)(Heart) 

1H 

Level 1-4 - PS5(Heart)7(Heart)B4 

Level 1-5 - 

TJR(Heart)7(Heart)2 (Heart) 

Level 1-6 – JJT(Heart)7(Heart)7L 

Level 2-1 - GN(Heart) (Heart)K00H 

Level 2-2 – GN! (Heart)508J 

Level 2-3 - X43(Heart)50MR 

Level 2-4 - LS5(Heart)9114 

Level 2-5 - DN7(Heart)93[Heart)7 

Level 2-6 – XN9(Heart)9333 

Level 3-1 - N8C(Heart)K40N 

"Damion, The Demonic Gamer" 
AOL, COM 


What you want to do is change the 
three icon code menu in the lower 
portion of the screen to match your 
code. The digits represent the number 
of times each of the three icons must 
change. The three digits can be 
accessed by pressing Start for the first 
digit. B for the second digit and A for the 
third digit. After you've entered the code 
correctly, press the digital pad in the 
direction the code requests. It's that 
easy. 


Hidden Plays - 3-3-3, Down 
Super Teams - 2-3-3, Up 
Super Offense - 3-1-2, Up 
Super Defense - 3-2-1, Up 
Super Passing - 3-1-2, Right 
No Punting — 1-3-1, Up 
No Interceptions — 2-3-3, Left 
No First Downs - 2-1-0, UP 
No Fumbles - 3-1-2, Down 
Infinite Turbo – 0-1-3, Up 
Janquin Phoenix 
Pewter Town, OR 


All Tapes (Tony Hawk) – 
810ddd3c 3232 
810ddd40 1f1f 
810ddd42 1120 
810ddd44 1f1f 
810ddd46 201f 
810ddd48 2000 


All Tapes (Bob Burnquist) - 
810ddd50 3232 
810ddd54 1f1f 
810ddd56 1120 
810ddd58 1f1f 
810ddd5a 201f 
810ddd5c 2000 


All Tapes (Geoff Rowley) — 
810ddd64 3232 
810ddd68 1f1f 
810ddd6a 1120 
810ddd6c 1f1f 
810ddd6e 201f 
810ddd70 2000 


All Tapes (Bucky Lasek) - 
810ddd78 3232 
810ddd7c 1f1f 
810ddd7e 1120 
810ddd80 1f1f 
810ddd82 201f 
810ddd84 2000 


All Tapes (Chad Muska) – 
810ddd8c 3232 
810ddd90 1f1f 
810ddd92 1120 
810ddd94 1f1f 
810ddd96 201f 
810ddd98 2000 


All Tapes (Kareem Campbell) - 


810ddda0 3232 
810ddda4 1f1f 
810ddda6 1120 
810ddda8 1f1f 
810dddaa 201f 
810dddac 2000 


All Tapes (Andrew Reynolds) — 


810dddbe 201f 
810dddc0 2000 


All Tapes (Rune Glifberg) — 
810dddc8 3232 
810dddcc 1f1f 
810dddce 1120 
810ddddO 1f1f 
810dddd2 201f 
810dddd4 2000 


All Tapes (Jamie Thomas) - 
810ddddc 3232 
810dddeO 1f1f 
810ddde2 1f20 
810ddde4 1f1f 
810ddde6 201f 
810ddde8 2000 


АІ Tapes (Elissa Steamer) - 
810dddf0 3232 
810dddf4 1f1f 
810dddf6 1120 } 
8104408 1f1f 
810dddfa 201f 
810dddfc 2000 


The codes below only work 
with Interact’s GameShark 
enhancer attachment 


Enable All Planes — 
800be668 0101 
800be66a 0101 
800be66c 0101 
800be66e 0101 
800be670 0101 
800be672 0101 
800be674 0101 
800be676 0101 
800be678 0101 
800be67a 0101 

800be67c 0101 


Delusion 


Infinite Health — 
8003386 0190 


Infinite Ark — 
800b8dac fff 

Ceiling Trap (No Time) — 
800c0d54 0000 


Wall Trap (No Time) – 
800с04е8 0000 


Floor Trap (No Time) - 
800c0e7c 0000 


Expert Complete - 
50000602 0000 
800c35a0 fff 
800c35ac 000f 


Full Trap Guide - 
300b8d9c 006a 
50006202 0000 
300bae28 0001 


All Emblems – 
800bad2e 03ff 

All Rings — 
800bad30 007f 

Infinite Dreak — 


800b8da4 e0ff 
800b8da6 0515 


Trap License Complete — 
300b8db7 0007 


WWF Smackdown 
Enable All Characteristics — 
80090700 ffff 
80090702 fff 
80090704 fff 
80090706 ffff 
80090708 ffff 
8009070a ffff 
8009070c ffff 
80090708 ## 
80090710 ffff 
80090712 ffff 
80090714 ffff 


Enable All Heads — 
80090f7c fff 


Enable All Bottoms - 
80090fa6 fff 
80090f24 ІН 


Enable All Tops – 
80090190 ІН 
80090f92 ffff 


Codes found in this issue: 
Ace Combat 3: Electrosphere 
Bionic Commando ....... 
Championship Bass 
Chu Chu Rocket...... 
Deception IIl: Dark Delusion 
Die Hard Trilogy 2: 
Viva Las Vegas .... 
Dukes of Hazzard.... 
ECW: Hardcore Revolution .. 
Fatal Fury: Wild Ambition . 
Fear Effect .... 
Ghosts n' Gob! 
JoJo's Venture .... 
NFL Blitz 2000 
NHL 2K.......... 
Pokémon Stadium .. 
Rainbow Six.. 
Resident Evil 2 
Ridge Racer 64 . 
South Park Rally ... 
Star Wars: Rogue Squadron 
Tiny Tank: Up Your Arsenal .. 
TNN MotorSports: Hardcore 
Tony Hawk's Pro Skater....... 
Vigilante 8: Second Offense. 
Wild Metal............... 
WWF Smackdown . 
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These lines may not have information for 
all titles. If you're under 18 be sure to get 
your parent's permission. All calls cost 
between $.95 and $1.25 per minute. 
Acclaim 


516-759-7800 
Activision 
1-900-680-HINT 


900-976-3343 
Eldos 
1-900-773-4367 
Electronic Arts 
900-288-4468 
GT Interactive 
900-225-5248 
Konami 
900-896-4468 
LucasArts 
900-740-5334 


903-874-5092 


Nintendo 
900-288-0707 (Game Counseling) 
425-885-7529 (Automated) 


Sega 
1-900-200-SEGA 
Sony 
900-933-7669 
Square Soft 
900-407-KLUE(5583) 


THQ 
900-370-4468 
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_ Replay Value: Moderately High 
| Similar Games: 3D Baseball (SS), Triple Play (Various 
| Systems), Bottom of the Ninth (PS-X) 

| Created by: Sega 

| Access Tip: When playing defense and the ball 
| is hit to ri£ht field, attempt to throw out the 

| runner going to first. 


ega has a long history of making mem- 
orable and top-selling baseball titles. In 
the days of the Genesis, Sega started © 
Tommy LaSorda, moved to the Sports “ 
Talk line, and then settled in with the phenomenal World Series sequence. World 
Series Baseball had already enjoyed a successful campaign on the 16-bit machine 
when Sega launched this Saturn version in 1995. This game bore little resem- 
blance to its 16-bit forefathers, actually being based on Sega's Japanese game. 
The Japanese influence shows in terms of this game's player animation and bat- 
ting stance, but Sega did a nice job of "Americanising" the game with four authen- 
tic stadiums and over 700 MLB players. Some have argued that this version of 
World Series has a number of faults including base stealing glitches and a fairly 
small field, but the game's speed of play and overall ease of use make it very 
playable. It is also quite entertaining, especially in the Season mode. Hats off to 
Sega for a classic ga hope the Series will soon continue on Dreamcast. 


Availability: Uncommon 
Replay Value: NA 
Similar Systems: Viewmaster 

Created by: Nintendo 

Access Tip: This short-lived system was 
gone before it was really started, but a 
healthy supply was produced. You can find 
one of these systems for under $30. 
Overall: 


€ had to dig deep in the bowels 

of the GI Vault to unearth our 

Nintendo Virtual Boy. Even P 
with the thick layer of dust, our VB has barely been used and is still in nice 
shape after not being powered up in nearly five years. There are only 20 or so 
games for the system. To say the least, the Virtual Boy was basically a dead 
system only six months after it was released, and an introductory price of 
$180 made more than a few gamers feel ripped off. Released in August of 
1995, the Virtual Boy was the first and only cartridge-based virtual reality sys- 
tem. Although somewhat strong on the virtual and very short on the reality, 
the system uses two LED displays to create a 3D gaming experience. The only 
drawback of this LED system is that it only displays one color - red. This may 
not sound that bad, but staring into the display for more than 15 minutes puts 
a strange strain on your eyes. We are not sure if the Virtual Boy causes long 
term eye damage, but we are not going to be the guinea pigs. Back into the 
vault goes the Virtual Boy! 
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| Availability: Common 
| Replay Value: High 
| Similar Games: Vegas Stakes (SNES), Caesar's 
Palace (Genesis), Vegas Dreams (NES) 
| Created by: Illusions for Virgin Games 
| Access Tip: Hit on 16, Stand on 17; Split Aces 
& Eights; Always Bet on Black 
Overall: 


ike Mahjong games in | Japan, Casino 

games have been a fixture of the U.S. 

console gaming scene since its incep- 
tion. No console has been without one, pri- 
marily because the genre is cheap to produce, 
a guaranteed seller, and almost impossible to screw up. If, like us, you've 
blown thousands of dollars during late night gambling binges, try Super 
Caesar’s Palace instead of taking your television to the pawn shop. Super 
Caesar’s Palace allows you to wander about the legendary Vegas gaming hall, 
which contains exclusive “high roller” rooms that you must rack up big bucks 
to enter. For this addition to the long-running series, Illusion added the then 
cutting-edge ATM machine to the game, which allows you to save your winnings 
with a password. The game features 12 casino games, including Poker, Craps, 
Horse Racing, and Blackjack. The variety of games, sharp graphics, inclusion 
of more obscure games like Red Dog, and easy-to-use interface make Caesar's 
Palace a sure bet Compatible with the Super NES Mouse controller. 


Teenage Mutant Ninja Turtles 
Tournament Fighters 
Availability: Uncommon 

Replay Value: Moderate 

Similar Games: Street Fighter ІІ (Various), Mortal Kombat 
(Various), Justice League Task Force (Genesis) 

Created by: Konami of America 

Access Tip: Ultra Desperation moves can be 

used when your life bar flashes. Michelangelo & 
Donatello - f, b, db, d+C; Raphael, Ray Filet, 

Leonardo, & Sisyphus – b, b, f, fd, d, bd+C; April 

O'Neil & Casey Jones - (close) b, db, d, df, «C 

Overall: 


ack in the days before Squirtle, 
B youth was bewitched by four 

kung-fu fightin’ turtles named Donatello, Leonardo, Raphael, and 
Michaelangelo. The Teenage Mutant Ninja Turtles had it all - a television 
series, movies, toys; they were even down with Vanilla Ice. After a series of 
successful action titles, Konami attempted a TMNT 2D fighter in the vein of 
Capcom's classic Street Fighter Il. This game has a variety of characters and 
arenas, and more than adequate graphics for a Genesis-era title, but the 
gameplay lags behind other games of its ilk. For one thing, the Genesis' third 
button is largely ignored, limiting the number and complexity of combos that 
could have been implemented. Also, the degree of difficulty is extremely high, 
making for a frustrating gaming experience, especially when coupled with slug- 
gish control and frequent slowdown. 
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Alloy Arcade Stick 


Manufacturer: InterAct 
List Price: $59.99 


“Mom, | herniated my lower discs 


lifting my joystick again!” Once you 

belly up to the cold die-cast metal 

casing of the Alloy Arcade Stick, 

you know you're driving the \ 
Corvette of Dreamcast con- ( 


trollers. Not only does it come with 
nine programmable buttons and an 
auto-fire switch, but also its own buff- 
ing cloth to keep its blinding luster intact. Gamecase 


Manufacturer: Case Logic 


Swatch Access List Price: $11.99 

Manufacturer: Sega/Swatch Case Logic makes all sorts of CD 
List Price: About $150 wallets that work great for toting games 
over to your friend's house, but its 
Gamecase is crazy versatile. Not only can 
it be used for the safe storage of a Game 
Boy or Neo Geo Pocket Color, it also works 
for mini-disc players and microcassette 
recorders. Weightlifters and truckers will 
love the Gamecase for its loops on the 
back, allowing it to be used as a fannypack. 
Speaking of which, what’s 
up with fannypacks? Is 
looking that stupid really 


7 z worth the extra storage 
Precise Mousing Surface Baader Paco Gove, fanny 


Manufacturer: 3M * List Price: $12.99 packs are purses, and 


Right about now, the Swatch Access should be showing 
up in Japan. A collaborative effort between Swatch and 
Sega, this little device is much more than a wristwatch. 
An internal microchip stores data that a radio receiver 
plugged into a Dreamcast controller can read. Swatch 
Access will allow DC owners to store web addresses, or 
save secrets unlocked in an arcade and bring them 
home. If it gains enough support, this could be Sega's next 
big gaming innovation. 


anyone who carries one 
is a little bit fruity in the 
booty Let 'em die like 
leg-warmers. 


We're sure the majority of our readership would take console games 
over PC any day of the week, but for those that swing both ways may we rec- 
ommend the 3M Precise Mousing Surface? Its “advanced micro-groove 
surface" eliminates a lot of the slippage you probably haven't noticed 
because you don't know any better. This thing really works, folks. Best of all, 
spills don't damage it whatsoever 


A Special Message From the Pickle King 


Y www.pickleking.com 
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WAR WAGES 
UNDER THE 


ALIENS CONS 
WITH нс RUS 


THE PRESIDEN 
ABOUT TO RE CL 


AT TIMES LIKE THESE 


BULLETS 
ARE A GIRUS 


BEST FRIEND. 


PERFEKT 
SNR ® 


FROM THE TEAM 
THAT KKROUGHT YOU 
GOLDENEYE FOR NE" 


MEET JOANNA DARK 
IN PERFECT DARK. How 
DEEP 15 THIS GAME? OUR 
EXPERTS SAY IT WOULD TAKE 
YOU FOUR HOURS A DAY, 
SEVEN DAYS A WEEK FOR 
MONTHS TO ACHIEVE H 
NUMBER ONE RANKING 
FOR MAXIMUM GAME PLAY 
AN NEH? EXPANSION PAK™ 
15 REQUIRED. 
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d Animated Violence 


Animated Blood 


TM and © 2000 Rare. Rareware Logo is a 
trademark of Rare. @ and the “N” Logo are 
trademarks of Nintendo of America Inc. 
© 2000 Nintendo of America Inc. www.perfectdark.com 
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